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NEWS 



Leisure 
software 



Mirr 



r> the 



iiomr leisure area 
Home Discovery Series. Five 
new products are released Tor 
BBC, Electron, Commodore 64 
and Sped rum. 

The Joffe Plan is a no-diei 
system which should help you 
control your weight. Prof 
Justin Joffe has mitten a 
bookie: which accompanies the 
package. 

Know your own Personality 
is adapted from the book by 
Prof Eyscnck and Dr Glenn 
Wilson. Are you extroverted or 
introverted? How emotionally 
stable are you? Are you tough 
or tenderminded? These are ail 
areas covered by the 200 

Know your own Psi-q assess- 
es your psychic ability with a 
scries of tests and games. 
Master Mind and Quizmaster 
follow the format of the BBC 
Mastermind TV series, while 
Star Seeker and Sola/ System 
will leaeh you aboui astronomy . 

Prices are £9.95 for cassette 
iiml U.!.';? for disc 



Lower prices 



Newi 

Skyjoust and Starfighler for the 
Dragon: Jellybones and 
Night rMght for the 
Commodore, and The Old 
House, Knight Errant, Haunted 
House and Scramble for the 
Sharp. Commodore utilities 

Sprilcmaster and Zip. 



Spectrum 
launch 



HERO, Pitfall II, River Raid. 
Space Shuttle, Zenji and The 
Designer's Pencil. 

I:ai-h wilU-osi £7.99, with the 
exception of Pitfall II (£8.99l 
and The Designer's Pencil 
(£9.99). 

"Spectrum owners will be 
pleasantly surprised at the 
sophistication and long-term 






iperates by joystick. 
virtually eliminates cor . 
control and complex program- 

4cii vision, c/o Ray Hodges 
4$socs. 5/7 Forleuse Rd. 
Maidenhead, Berks SL6 IRP 



Polish up 
your English 

Polish up your English with 
Micro English: 'O' level English 
Language on your computer. 

New from Ludinski Com pin- 
er-assisted Learning, Micro 
English could help you revise or 
study on your own, and consists 
of 24 easy to use programs on 






for 



Electron. 

At £24.50, the pack consist 
of two discs, or program, plu: 
audio cassette. The audit 
cassette is intended to help yot 
communicate verbally and ii 
written form with your tutor 
the computor. 

More than 580 questions an 
leaiured andean be answered a 



speed and 
skill 



_ total of 8,192 
locations is claimed by 
Task set for its new release. 
Cadcatn Warrior. Scheduled 
for launch in mid November, 
the game will cost £9.95 on 
cassette and £12.95 on disc. 

Pre-launch promises include 
"intricate detail. .. long lasting 

quality!' What you have to do is 
find your way to Cadcam 
Control and your rate of 

progress depends not only on 
your ability to destroy your 



we hove lift- 
off! 

First prize in a nationwide 
eompeiuion for schools is a 
five-day trip to the United 
Stales for a team of three 
students and (heir teacher. 
Highlight of the trip will be the 
chance to witness a scheduled 
shuttle launch from the J.F. 
dy space 



The competition, The CUB 
British Schools Computer 
Challenge, is being sponsored 
by Microvitec. It's aimed at 
secondary schools and the Rt. 
Hon. Kenneth Baker MP ha; 
expressed his support. "A 
challenge for schools of this 
kind will undoubtedly help 
build upon the considerable 
enthusiasm for the use of 
computers in education which 
has developed over the last few 
years!' he said. 

Microvitec managing director 
Tony Martinez said: "We feci 
our success, coming only four 
years after the company's 
formation, is due in no small 
performance in 
I sector of the 
computer market in which 92 
per cent of all schools are 
equipped with our CUB colour 



Mr Martinez went on to talk 
of a challenge between British 
and American schools, possibly 
in 1986. Upper age limit for the 
competition is 16 and entry 
forms will be distributed shorllv 
before the preliminary rounds 
btiiiii in November, 



Adventures 
from books 

The Nomad of Time, The Saga 
of Erik the Viking and The 
Stainless Steel Rat Saves the 
World are the lilies of three 
new adventures from Mosaic 
Publishing. 

Adapted from books, the 
games feature striking inlay 
cards which look more 1" 
book covers than softwi 
inlays. 

The Saga of Erik the Viking 
runs on the Spectrum, BBC and 
Commodore and costs £9.95 for 
a boxed pack wiih booklei ai 
cassette. Based on the book by 
Terry Jones, or Monty Python 
fame, it has over 200 locations, 
each illustrated. The game was 
written by Level 9 Computing. 

The Nomad of Time is based 
on Michael Moorcock's Oswald 
Basiable scries and runs on the 
Commodore. Price: £9.95. 

The Stainless Steel Rat was 
written by Shards Software, 
was the Nomads of Time, s 
runs on the Commodore. Your 
mission is to travel through til 
to save the world. 
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Graphics 

From front page 

card shop. 

Jane Fairbank of Compunei, 
one of the judges, said: "The 
new system is graphically very 
exciting. We have the whole set 
of Commodore graphics lo 
" She added: "The idea 
e from [he Compunei 
Jungle. Thar is the area where 
e can upload;* She said 
le standard was very high 

"Compunei is always 
looking for new designers and 
any frames used on Ihe sysiem 
".ill he paid for'' 

Jane Fairbank said that 
Compunei also plans other 
competitions for the future but 
details of these have not yet 
been finalised. She said: "The 
system is terrifically 
o the idea for a c 



Clo-in. 



efora 



sysiem and is noi just for 
computer buffs. "We're 
' ' ing for good, original 



Compunei Teteservices Lit, 
Meiford Hie. 15/18 Ctipston 
St. London WIP 5ES 



British 

From from page 

should be played between 

uneh and tea-time on a 

Sunday. The game can be saved 

ipe and Ihe board packed 

away, so that play can he 

Mr Bozcat said; "The purest 
form of design is airplanes. I'm 
a military aircraft enthusiast — 
I'm not a warmonger but I love 
going to air shows. The Harrier 
is ihe most remarkable aircraft 
there has ever been. It's so 
elegant, I wish I'd designed ill' 

He continued; "I don'l feel 
like a software aulhor. To me, 
computer is a tool!' Mr 
Bozeai [hough! up the game 
before the home computer had 
become popular, and originally 
the scoring was bv peg and hole 
cribbage board. Then, in 1183 
the family bought a Spectrum 
and realised that there was an 
alternative to laborious scoring. 

Miles Bo;eat realised that his 
game now had commercial 
potential and Tony Morris was 
asked io wrile [he program lo 
accompany ihe game. ATRAM 
is professionally packaged and 



Said Mr Bozeai: "When 
using Ihe computer as a 

computing results and updating 
status, the machine is at its best, 
a reliable, very capable and 
friendly tool assisting 
imaginative and inventive 
competitors lo pit their wits, 
plan their strategies and steel 
their nerve as they try to 
overwhelm the opposition" 

Miles Bozeai also believes 
that with ATRAM the piracy 
problem has been licked, since 
the program is useless without 
[he board and pieces. 

AMSTRAD (£19.95) is being 
convened for ihe Commodore 
64, and will be launched in [he 
Uniled Slates, American and 
British forces both have 
Harriets, and that's ihe reason 
why allied countries are battling 

knows something that we don'l! 
"It's no accident that the game 
is a competition between British 
■■ -nid Mr 



Websters, Curzon Use. Middle- 
ton Esi, Guildford. SurrevGU2 
5XW 



Making music 



included in the price — 
£29.95 — is so f i ware, a 
songbook and lutorial material, 
as well as a 24-key piano style 
keyboard to fit over your 
computer keyboard. 

Eight ' "'- 






and different modes 
selected. You can creat 
of rhythms, from 



Commodore, I Hunters Way, 
Weldon, Cori 
NN17 1QX 



Puller revived 
by Nordic 



Fuller Micro Systems after it 
went into liquidation, has 
announced the launch of Ihe 
FDS Executive, a replacement 
keyboard for the Spectrum. 
The keyboard will be officially 
launched at ECC Micromarkcl 
at Wembley. 




Fuller — undi 



heliet 



tcelinitalk .sound and reason- 
ably priced at £59.95. Far from 
being a re-vamped design, the 
Executive allows the user to 
plug the Spectrum straight into 
the keyboard without having to 
unscrew the Spectrum case" 

Nordic is reported to be 
spending thousands of pounds 



essential features. 

Mr Gray stressed: "Although 
we have acquired the Fuller 
trademark because we didn't 
want to lose the identity, wi 
would stress that we didn't taki 
on the delivery and scrvici 

company had. We are building 
stocks of all the products 
can deliver in three days!' 



Quest for the 
holy grail 



Md' 



Hoi 



release is Sir Lancelot, "a 
stunning new arcade game for 
the I6K Spectrum;' according 
lo pre- release publicity. 

You are Sir Lancelot on the 
quest for the holy grail. Perils 
■ include birds and 
is offbeat figures 



: Pacn 



withle 



Vou have four life restorer: 
to help you. At £5.95, Sil 
Lancelot will of course run or 
both 16K and 48K Spectrums. 

Hse, Richmond, Surrey 



Wacky games 

Micromega has now launched 
two new releases — Jasper and 
Jin Genie. 

Jasper, at £6,95 for the 
Spectrum, is a "cartoon -style 
arcade advcnlure" with 22 
screens. Collect objects for use 
laier on. The story depicts 
Jasper Ihe rat making his way 
through Ihe jungle — and 
Micromega assures us it's 
wacky. 

Mieruniciw warns ihal clever 
planning, quick thinking and 
accurate control are your key to 



free the Golden City from [free! 
the Genie. Said Neil Hooper, 
general manager of Micromega: 



looking for the right g 









definitely [he oi 

Commodore in the ni 

— including some possible 

conversions of our Speetru 



Micromega, Personal Svsien 
and Software, 230-236 Laven- 
der Hill, London SWII ILE 



Space 
hazards 

Mastenronic has announced the 
release of four new games: r 
arc conversions of Commodore 
64 games to ihe Spectrum. 

Siarace, a new game for the 
Commodore, has you in charge 
of a space fighter ship battling 
through four galaxies to ^~ J 
the planet which will be 

and Fireballs arc a few of the 
Iwunk in vour way. 

Challenger, new for the BBC, 
features you as destroyer of 
aliens and quads. Be careful 
that you don't run out of fuel. 

Space Walk and BNX Racers 



now been convened for 
ihe Spectrum, and Mastertronic 
s thai improvements and 
emenls have been made. 



The road to 
Galilee 



on for one of its 
as titles: Galilee, for (he 
Spectrum. This text adventure 
' h graphics is set in the heart 
the countryside around the 
Sea of Galilee in ihe first 
century. Written by the Rev. 
Peter Goodlad, author of 
> Road, the game has 
been thoroughly researched. 
" J -:: £5.75. 

so from Shards: Empire, 

(£6.95). The COM empire is 
your foe, and you must strive to 
destroy its forces before it 
Conquers the world. You are on 
the defensive: your enemy is 
'""i ruthless and aggressive, 
you can save the day if you 
make full use of cunning and 
s. You begin with an equal 
number of territories and the 
fight is played out on a map of 
the world, with six scrolling 
it maps and eight levels 
of difficulty. 

The Pelligrew Chronicles 
have also been released by 
Shards for the Commodore and 
Spectrum, at £9.95. This is an 
"epic four-part adventure, 
designed to appeal to the whole 
family!' according to Shards. 



The Compudesk stands 
nm high, and is 915 by 500 
nm. You can choose cirlict teak 



service with 
a smile? 

Chalksoft no* provides various 
services as well as educational 
software. You can swop a 
Chalksoft cassette in a part- 
exchange for a disc, if you 

packaging ftiilt a cheque for £5. 

Chalksoft also guarantees 
replacement of faulty software 
free of charge, if returned 
within 28 days together with 
your proof of purchase. After 
the 28 days have elapsed, 
Chalksoft will replace your 1 
defective program at a cost of 
£5. 

Sampler discs are now 
available for teachers' use; each 
disc contains partial review 
copies of 10 or more programs, 
and costs £5, and Chalksoft has 
also published 
catalogue. 



Pint-sized 
vacuum 
cleaner 





ides and collect tht 
cloth bag, unlike compressed 
air blowers which simply blow 
the pollutants into the air': 
according to O & S Photo- 
Two lens-quality fine brush 



slipillk'i 






can also come in handy when 
removing carbon dust and 
paper created during printing. 

O & S Photographic. South 
Block, The Mailings, ~ 

hriil\!?wi,rih, Herts 



LOW cost 
plotter/ 
printer 

Due for November release by 
Datafax: the Sakala SCP-800 
colour plotter/printer, which is 
capable of handling A4 paper as 
well as a 210 mm paper roll. 
The printer/plotter costs 
approximately £206 and is 
compatible with most home 
computers — BBC, Spectrum, 
QL, Electron, Commodore 64, 
VlC-20 and One. 

The SCP-800 is supplied 
together with a manual, and has 
the facility to supply screen 
dumps on Spectrum or BBC. 
Datafax was appointed as 



Sakat 



ributc 



September, and this is the first 
new product to be released since 
then. Datafax claims that the 
plotter/pnnier is of high quality 
and offers you tremendous 
versatility (or graphics and 



scramble 
for your 
Amstrad 



arcade game which features 10 
scenarios. You're in charge on 
each level. You have the choice 
of five stages of difficulty, 
but be warned — they stai 
at difficult and progress t 
■.[riiLilk Impossible! 

Jon Dav, Kuma sati 
manager, said: "We'r 
delighted with this version. It 
a challenging high speed game 
and makes excellent use of the 
Amstrad 's graphics and si 
capabilities. Star Avenge 
a sure winner and we .... 
confident that it will rapidly 



Late news 

Henry's House, Soldier of 
F.inune and Witchswitch are 
:hrec new releases from English 



'< ::«are. , 



I for tl 



featu 



I'avloda Fast- Load. Henry's 
House has a royal flavour and 
involves little Henry romping 
■ ouult his new abode. Price: 
£8.95. Soldier of Fortune t 
arcade adventure (£7.95) while 
Witchswitch (£8.95) is a race 

from destruction by molten 
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IT'S WHAT YOU'VE 

BEEN 

WAITING FOR . . . 

"Domark's first venture is fun and the best I've 

played" Editor, T.V GAMER 

"Never seen anything like it" Sunday times. 

"Even if you don't win the £25,000, the game is 
definitely worth playing and will give you 
plenty of fun doing so" Editor, games computing. 

"Game for a lot" daily mirror. 

"In this World's oft fruitless search for value for 
money, a new software package from Domark 
shouldn't be ignored" your spectrum. 




IS HERE 



ENJOY YOUR SEARCH FOR THE SECRET TELEPHONE NUMBER 



COMPETITION 



Over 100 

copies of 

Kokotoni 

wilf by 



Spectrum 48 K and the Com mod 



„l Will 



load A: This road is 2.7 km lo _ 
bill it is quiie sleep so Wilf can 
unly travel at 5.9 km per I 



id C: This road i> 3.7 kn 
but is easy going and Wi 
travel at 8 km per hour 




to be won 



[he old magician o 



tic adversaries as alien robots 
n added advantage thai Win' 
over the average hero is thai ht 



I decide which route 



run melt c a particular 
ber: speed divided by 



How to enter 



If you own a spectrum or 
Commodore 6a then you can 
enter our free competition. 
You could win a personalised 
copy of Elite's best-seller — 
Kokotoni wilf 



This week's competition is 
d on the best -selling 
game Kokotoni Wilf by Elite 
Systems. 



60 screen- 
through sii different lime /.or 

\ plenty of variety. All the 



dit'-.TlTll llhi 

^LllLl.qil.Hl 



Post yuureniry to Kokotoni Win 
Competition. Home Computing 
Weekly. No. I, Colder Square. 







Kokotoni wilf competition 

Entry Coupon 



Road which Wilf si 
Type of computer 
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by Ibe slime after A 
h of ihis adventure. ' K 
al Mission is the last > ' 



A wide variety of adventure 
games to get your brain 

working. There's excitement 
and laughs in this batch 



classy re-dc fined ■ 

transported to London, the Holy - 
Ciiy, From there, a variety ofF 
~*~ lake you all I i 
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AnclpltaT 

CBM64 

£7.50 




Five for the 

64 

Great games for your 

Commodore 64 which range 

from decorating your home to 

gun-fighting in the wild west 



■At last, new language packages ■ 
'lait appearing for the M. ■"- 

IMi'l.sui [• a nice implcmcn 
Ijof Pilot. Pilot is a Ian 
■ developed for computer a: 
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They came 
the lost city 
the 



Hit of the de: 

cher and d 

S of the ANTS 




Real Moving 3Bi 
4 Camera Angles! 



Exdpre the City, Bam BTneAr^^$ 
■KLABLE SOON FRQflMffiw^ 



»8S 



*>■» 



HwfoawdTi{M 



slow down! 



just writing for a joystk: 



VIC 

keys 



When I his program 



«.-SYS<>72. 



Endless 
lives 



: PAGE = &3C00 
: LOAD "Plana I" 



son 
VIC-20 

is a lisi of POKE 



111 POKL 78S.I94: REM 
JO POKE ViZ.vivtrii 



M>()(.l-2:.'=|iUAViu.|v l .- 

• POKE 802.0: POKE 803.0 

[V" "':--" !■>■■■' 

Return am u 

I'Oki- m.:..:4! I'oki- lii.i. 
24} 



III I'OKI 2l>],YrREM V - 
row number 

HP I'OKI --02..VKEM X- 



Hnit as LOAD 



colourful 
Dragon 



NUMBER":A 

30 INPUT "SROM) 
NUMBER":B 

JM PMUIX ?:SfR[:I-:M,l; 

50 FORZ = TO l« 

STEP2 
60 COLOUR A 
70 LINE (O.ZH2?f.,/), 



This week we start a regulai 
feature — a page of helpful 
advice from readers and foi 
readers. Write in to us and 
share your discoveries with 
others — there's a software 
prize for the star letter eaci 
week 



After i:i; following code 
as been entered your 
:recn will turn black and 

ill become messy splurges 



hi in ■ pi:lki5m». peek 

(S6D-256 + 4 
20 FOR»>2T024:P< 
DL + l,4:NEXT I 



ithin 



80 FORI=0TO44 

90 REflDfl i P0KE672+I , fl 

100 NEXT I 

110 SVS672:NEW 

I BflTfll20, 169, 176, 141., 20, 3, 169, 2, 141,21,3,88,96,0,0,0 
140 IflTfll65, 197, 201, 64, 240, 12, 9, 192, 141, 12, 144, 169, 15, 141, 14, 144 
150 DflTfl208, 8, 173, 14, 144, 246,3,206, 14,144,76,191,234 
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Jump. Hurrisim. Ouorn. 



Its easy to 
complain about 
advertisements. 
But which ones? 



Every week millions of advertisements 
appear in print, on posters or in the cinema. 

Most of them comply with the rules 
contained in the British Code of Advertising 

But some of them break the rules and 
warrant your complaints. 

If you're not sure about which ones they 
are. however, drop us a line and we'll send you 
an abridged copy of the Advertising Code. 

Then, if an advertisement bothers / 
you. you'll be justified in bothering us. _/ 

The Advertising Standards Authority. W 
If an advertisement is wrong. we're here to put it right. 
ASA Ltd.Dem 2 Brook HouK.Tbmnpoti Plsct London WC1E7HN 



:t..-,n„ci 1S T. 



You could be 
on our pages 

we welcome programs, articles and tips from 
our readers, if you feel that your work meets our 
standards, please submit it to us for 
consideration for publication. 
■ Programs must always be sent on cassette. 
Listings are helpful, but not necessary- 
Check carefully that they are bug-free, 
include details of what your program does, 
how it works, variables you have used and 

hints on conversion. 

• Articles on using home computers should 

be no longer than 2,000 words. Don't worry 

about your writing ability — lust try to keep 

to the style In HCW. Articles most likely to be 

published will help our readers make better 

use of their micros by giving useful ideas, 

possibly with programming examples. We will 

convert any sketched illustrations into 

finished artwork. 

• Tips are short articles, and brief 

programming routines. Your hints can aid 

other computer users. 

All submissions will be acknowledged and the 

copyright in such works which will pass to 

Argus Specialist Publications Ltd will be paid 

for at competitive rates. 
Keep a copy of your work and include an SAE. 
Label everything clearly and give a daytime 

and home phone number if you can. 
All work for consideration should be sent to: 



mrcarffi 



«&$*&* 



"A quick way of learning - quicker 
than the printed page". 

Mike McCann, Your Computer. 

"It took 1 2 hours to teach a regime that 
would normally take 40 hours". 

Peter Marsh. Training Manager, 
Thomson Holidays. 

"Vivid mental images are used as 
unforgettable memory joggers". 

Jane Bird, Sunday Times. 




FOR SCHOOLWORK FOR BUSINESS 
FOR HOLIDAYS FOR ALL AGES 



Linkword Language Courses are published on 





Publisher 


Machine 


Publisher 


B.B.C. (B) 


Acomsoft 


Amstrad 


Protek 




ACT. 


Spectrum 


Silversoft 




ACT. 


C.B.M. 64 


Audiogenic 




ACT. 


Vic 20 


Audiogenic 


IBM. P.C. 


ACT, 


Otic 


Tansofi 


QL. 


Protek 


Electron 


Acomsofl 



All versions contain a programme 

an audio iape and glossary. 

(Prices from £13.95) 

Versions available from 

Boots, Smiths and leading relailers. 

For further information write to: 
Linkword, 41 Walter Road, Swansea. 





HERO 

4SK Spectrum I 
£7.99 



From 

Kensington ;v 

m ^Roderick Hdro h » bil of a send 

r^% ^"P of some of those heroes in | 

Ramagora jj 



* Here are a few games for 
every taste or preference. You 
can be a hero or a conqueror 
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PERIPHERALS REVIEW 




Sweet Talker 

Cheetah Marketing, 2* Ray Si. 
London EC1R JDJ 

This Is one of !ht firs! of ihe 

u I hipbone- based speech symhes- 



This plugs directly h 



be the easier system! 
x this isn't so. The . 



from these pans. Using the 
Cheetah Sweet Talker makes all 
effort completely unnccess- 
hecause of the a] lop hone 



imponeni speech parrs. Onci 
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Robot Speech 
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MODELS ASB 

f^WH SW€€T WIK6R 



WIC-20 I 



Three in a 
row 

variety is the spice of life, and there is plenty of variety with 
these three programs from Paul Sansom and Paul Newsham. 
The choice is yours — you can either attack martians, 
go diving, or just eat eggs and avoid walls 



Although you spend most of 
time eating eggs in the first 
, its actual name is The 
Walls. 

If you have ever fancied 
going on a totally egg- 
orieniated diet, then this is the 
game for you, because you walk 
around the screen eating as 
many eggs as possible. 

However, danger is always 
iround in the form of forks and 




get 10 points, when you retrieve 
the key you will be awarded SO 
points, and if you actually 
manage to get through the exit 
— 100 points is awaiting you. 



MKMM c 
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OCRAMS 



7 P0KE56, 28 : P0KE52, 28 : P0KE36878 , 15 ■ P0KE36879, 30 4 

8 H«50:G-25-LV»3-SR"l'flfi»8174:BB-8175:fiB«33894:BH=38895 
10 F0RI«=7168T07255-REflDfl:P0KEI,R:NEXT 

20 DATA116. 138, 67,153, 98, 129, 67, 68, 8,64, 160, 191, 165, 65, 0,8, 24, 24, 60, 90, 153, 24, 36 

30 B BftTH8, 18, 28, 9, 22, 32, 64, 128, 255, 255, 139. 188, 156, 188, 139, 255, 255, 255, 81, 219, 219 

ii'flATAgi, 255, 231, 231, 231, 8, 126, 126, 126, 0,0, 219, 146, 210, 82, 219, 0,0, 0,179, 170, 179 
41 DATA170, 171, 8, 8, 0,0. 119, 68, 36, 28, 119, 0.8, 0,1 12-84, 115, 100,80,0 

50 PR INT ■ X ■ P0KE36869, 255 ! (1P=7932 ■ MC-MP+38720 ■ 1 FLV-0THENQOTO208 
60 P1-772S ! P2-8165 P3-7722 : P4-8I62 

65 FORT-7702TO7723 > POKET, 6 ■ POKET +30720 , 2 : NEXT 

66 F0RT-8164TO8185 ^POKET, 6 :POKET+30?28,2 : NEXT 
70 F0RT-1T025 

75 X*INT<RND<l>*440>+7?24 

76 POKEX,3-PDKEX+38720,3 
78 NEXT 

88 FORT=1T025 

81 Y« INT <RNDtl)*440) +7724 

82 POKEY, 0: POKE Y+30720, 7 

83 NEXT 

84 FQRT-1T02 

85 Z-INT(RNDU)*4401+7724 

86 PQKEZ,i:POKEZ+38720,4 

87 NEXT :pOKEMC,l: POKEMP, 32 

88 F0RT=7724T081 42STEP22 ■ POKET , 6 ■ POKET+30720, 2 : NEXT 

89 F0RT-774ST0B163STEP22 : POKET, 6 : POKET+30720, 2 ■ NEXT 

90 GETR* : IFRS«"2"THENP0KEMC, 1 : POKEMP, 32 ■ MP=MP-1 ■ MC-MC-1 
110 IFH*""X"THENP0KEMC,i:P0KEf1P,32:MP-nP+i;flC-nC+l 

120 IFA*-" : "THENPOKEMC, 1 POKEMP, 32 1 MP-MP-22 : MC-MC-22 

130 IFfl*=" . "THENPOKEMC, 1 ■ POKEMP, 32 ■ MP"MP+22 : MC=MC+22 

135 PRINT"WHr;SC:PRINT"*M»MWIJa"iSR;"»iWBa"JLV „....„, mi1 

170 D-D+t : IFD=GTHENFORW-P1TOP2STEP22 : POKEW, 6 ! POKEW+30720. 2 : NEXT • Pl-Pl + 1 • ^'^ 2 * 1 a 

175 1FB-H THENF0R0-P3 TO P4STEP22:POKEB,6:POKE«+30720,2:NEXT-P3-P3-1 -M-M-l-D-B 

176 IFPEEKCHP)-3ORPEEK<MP)"6THENLV-LV-liB-0'POKE36877,195:FORI-lTO500'NF^-i 

177 iFPEEK<MP)*0THENSC-SC+18 ■ P0KE36875, 128 : FORI-1TO50 : NEXT ■ POKE36S75-0 

178 IFPEEK<MP)=*lTHENSC«SC+50:pQKEAfl.4:POKEAB,0:pOKEBB,5:POKEBA-0:POKE36876,195F 

179 n iFPEEK(MP)-5ORPEEK(MP>=-4THENQ-G-5:HsH-5.SC=SC+100:D-0 : OOSUB250=GOTO50 

180 POKEMP, 2:POKEMC,0 

185 IFSC*M00080THENSC=0 

190 GOTO90 

200 PRINT"^8DMnW BRB LUCK. 

205 PRINT'-SMMYOU REACHED SCREEN";SI 

210 PR]NT"SMH ANOTHER GO ? <.V/Hi u 

220 GETB* : IFB*«" Y"THENLV=3 'SC=0 ■ SR=1 ■ G=25- H-50 : GOTO50 

225 IFB*O"N"THENOOTO220 

230 PRINT*'3BraW BYE-BYE* ! " POKE36869,240:END „„,,„,„ , 

250 FORT=128T0195 ! P0KE36875, T : NEXT : P0KE36875.8 ■' IFG*<0THENG-1 

251 lFH=<5THENH-5 

255 SR=SR+1 -RETURN 

300 POKE3S369,240:PRINT M n«»MiliTHE WALLS. 



HONOUR SCORE WAS ' 



1 : REM COMMODORE 



MRVOIB 



FORKS 



310 PRINT"** THE: OBJECT OF THE MOAME, IS TO WALK 

320 PRINT "Wl EATING AS MANY. MEGGS AS POSSIBLE." 

325 PRINr'fflSHUPRESS ANY KEY TO CONT. " 

327 GETA*:IFA«=""THEN327 

338 PRINT'TM HOWEVER, YOU MUST 

340 PRINT"*) aMJALLS" 

350 PRINT"M THE ONLY WAY TO 

360 PRINT"*) GET THE KEY AND 

370 PRINT"W=RESS ANY KEY TO CONT. ' 

375 GETA*-IFA*=""THEN375 

380 PRINT" IMWnQ CONTROL YOUR MAN . 

390 PRINT"MI»Wiil:MIIMME-+-X)an 

400 PRINT"M HIT ft KEY TO CONT. " 



MflROUND THE SCREEN" 



SAND , THE CLOSING" 



MUSING THE FOLLOWING HKEYS- 
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410 GETR$:IFR*=""THEN410 

429 PRINT"nWMMWPGINTS RRE SCORED IN STTHE FOLLOWING WRV:- 

430 P0KE36869, 255: PRINT "MfflMGWISN 10 POINTS" 
440 PRINT"JD»RIII3= 50 POINTS" 

459 PRINT"»iIDEIia= 100 POINTS" 

460 PRIHT"KSa HIT R KEY TO STRRT." 
470 GETfl*:IFR*=""THEN4?0 

480 RETURN 

REflliV. 



From walls lo water, with a 
two-part program called Diver. 
You play the pan of Neil the 
diver, and your aim is to dive 
the watery dcpihs to claim ihe 



and when this run- mil. von low 
one of your three lives. 

When you pick up s gold coin 
you get 50 points, and you also 
get a further 50 points plus a 
bonus for the oxygen left, when 
you put a coin in your boat ,n 
the lop of ihe screen. 

another problem lo contend 
You can shoot ihcse 
sharks with your trusty harpoon 
— bul this is not advisable for 

: periods because 
oxygen runs oui fast. 





8 P0KE56,23-F0KE52.28-PRINT".TIMMPLEflSE WRIT. . . " : P0KE368 

9 F0RI=?163+32#8T07168+32*3+7 : POKEI , : NEXT 

10 F0RI=716ST07367 ■ READR : POKEI , A ■ NEXT 

20 DRTR0, 16, 127,252, 127, 16,0,0, 12, 1 14, 129,249, 132, 9t 

21 DATA129, 1,2, 228, 252, 246, 2, 1,0, 192, 32, 31, 7, 8,1 12, E 

22 DRTR0, 0,0, 2, 255, 2, 0,0, 0,0, 0,64, 255,64, 0,0 

23 DRTA1, 74, 146, 146, 82, 42, 124, 255, 1,1,?, 63, 63, 31, 0,0 

24 DATA128,128, 192,254,254,252,8,0,60, 113,231,247,247,247, 118,60 

25 BATA0.0, 128, 124,254, 124, 128,0.0,56,56,31,255, 12/0,0,0,3, 4,248,224, 16,14,0 
2 |DRTR8, 0,0, 0,0, 97, 158, 128, 128, 67, 127, 127, 63, 0,0, 0,32, 16, 16, 31, 24, 248, 8, 8, 1,255 

27 DRTR255, 240,0, 0,0, 0,0, 60, 194, 2, 62, 126, 254, 254, 252, 224, 0,0, 0,3,0 

28 DHTfle,0,0,255,63,31, 143,125,123, 128,128,254,254,254,252,205,3,0,0,0,48,72, 133 

29 DRTR26, 26, 62, 90, 154,42,74,204 

30 POKE36869,240:pRINT"niIltlH GUYS, HELP IM BEINGH HRSSLED BY KILLER MSHHRKS! ! ! 

HOLIDAY 7 " 1 * 1 '' 01 - 1 p LflV THE PfiRT OF WEIL THE ADVENTUROUS BOWER, WHO IS ON HIS HI 

50 PRINT"» YOUR RIM IS TO DIVE M THE WATERY DEPTHS TO BCLAIM THE GOLD COINS. 

60 PRINT"HPRESS RNY KEY TO CONT.TTT' 

70 GETA$:IFH**""THEN70 

30 PRINT'TTOITHIS MRY SOUND ERSY MBUT THERE RRE PROBLEMS*] FDR INSTANCE..." 

90 PRINr'UNOUP TANKS ONLY HOLD MR LIMITED AMOUNT OF M3XVGEN." 

100 PRINT"MIF AND WHEN THIS RUNS MOUT.YDU LOSE ONE OF IN0UR THREE LIVES." 

110 PRINT"*PRESS ANY KEY TO CONT.TTT' 
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120 GETR*:IFA*«""THEN110 

130 PRINT'TMiWHEN VOU PICK UP Fl JGOLB COIN, VOU GET 50 UPOINTS." 

149 PRINT-'WOU ALSO GET fl FURTHERB50 POINTS PLUS fl BONUSKFOR THE OXVGEN LEFT 

150 PRINT"]»WHEN YQU PUT THE COIN MIN VOUR BOAT AT THE STOP OF THE SCREEN. 
160 PRINT"WRESS flNV KEV TO CONT.rTTT 

1?0 GETfl*:iFFI*=""THEN170 „ llM _, „ 

180 PRINT"nO»UHILE VOU ARE BUSV » COLLECTING THE COINS M R SCHOOL OF Nfl^TV 

190 PRIHT"»HHN-EflTING SHARKS » TRIES TO DEVOUR VOU." 

200 PRINT"»WOU MflV SHOOT THESE M CREATURES UITH VOUR M TRUSTV HHRPOON. " 

218 PRINT"*PRESS flNV KEV TO CONT.TTr 

220 GETA*-IFfl*=""THEN220 

233 PRINVIHMTHIS IS NOT VERV MHDVISFIBLE BECAUSE VOURM OXVGEN RUNS OUT FAST! 

240 PRINT"»IUSE THESE KBVS'-" 

250 PRINT" »M|: Ml IttME-t-XHMIIMI.rTMiiePflCE-FIREBM" 

260 PRINT"KPRESS HNV KEV TO CONT.TTT 

270 GETA*:IFfl*-""THEN270 

280 PRINT "mMLGRDlNG GAME..." „ -m-™, ^ 

2°@ POKE198,7:POKE631.76-POKE632,207:PO<E633. 159:POKE634,13:P0KE635,82=POKE636,2 

13:P0KE637,13 
RERBV. 

P0KE36869. 255 ■ GQSUB500 ' LI =3 ■ P0KE36379. 30 ■ SC=8 

1 POKE36377,0:IFLI=0THEN400 

2 P0KE658 , 128 : D=4 : P0KE36873 . 15 : RA=0 ■ OX= 100 : C-0 

11 POKE36869,255'PPIHT"r]":FORI=8164TOei85:POKEI<e:POKEI+30720,5-NEXT;POKEei58,ll 

12 FORT-7702TO7723^POKET,23 POKET+30720,6:NEXT:POKE7703 J 2rPOKE7704,22 

16 POKE8160, 15 ' P0KE8161 - 17 T0KE8162- 19 : P0KE8182, 16 ! P0KEB183, 18 1 P0KE8184, 20 ■ P0KE3 

17 PDKE38830. ■ P0KE38881, : P0KE38882. 8 - POKE38902.0: P0KE3B983. ■ POKE38904, 

20 Q=Q+1 : IFQ=3THENB=7?45+22*INT<RNIK0)*15;' ■ POKEB, 3 : POKEB+ 30728, : POKEB-1 , 2 : POKEB 
+30719. 0:Q=0 

27 POKEDP, D ■ POKEDC , i POKEDP+1 . D+ 1 : P0KEDC+ 1 , 

28 POKEDC. 1:P0KEDP,32:PDKEDC+1.1:PGKEDP+1, 32 r.™,™-, -,-, 
30 GETfl* : IFR*»" I "flNDPEEK(DP-22X>23THENP0KEDC, 1 ■ POKEDP, 32 i POKEDC+1 , 1 : POKEDP+1 , 32 
' DP™DP-22 ■ DC = DC-22 

40 IFfl*=" . "flNDPEEK<DP+22)O6THENP0KEDC. 1 : POKEDP- 32 : PGKEDC+1 , 1 i POKEDP+1 . 32 ■ DP*DP+ 

22 ' DC = DC+22 

50 IFfl*="Z"HNDRH>-lTHENP0KEDC,l:P0KEDP,32^P0KEDC+l,l: POKEDP+1. 32 :DP-rP-i:DC-DC-l 

60~IFfl*'=''X"flNDflAa5THENPQKEDC, 1 ■ POKEDP. 32 : POKEDC+1 . 1 ■ POKEDP+1 . 32 i DP-DP+1 ■ DC=DC+1 

;D-4:AA»AR+1 

70 IFfl*-" "RNDDP<8142THENGOSUB180 

80 PRINT"»aBC B iSC:PRINT"»WiMMKa";LI:PRINT"»iiM»liWiWIDX";OX"«0" 

82 F0RI-3T021 

83 PRINTTflBa)CHR*C20) 

85 IFPEEKCDP+l)=2ORPEEK';DP)=3OPPEEKr;DP>=2OROX=<0THENLI=LI-l-POKE36377.128:FORT=l 

86 IFPEEKCDP+1J=1IORPEEKCDPJ=11THENPOKE36875,240:FORI=1TO50-NEXT:POKE36875.0:SC= 
SC+50;C»1 

87 I FPEEK C DP > =2 1 ANDC* 1 ORPEEK (. DP J =22fiNDC= 1 THENGOSUB200 

88 IFPEEK(BP>=210RPEEK<DP>=22THENDP=DP+22:DC=DC+22 

89 POKEDP- D ■ POKEDC, : POKEDP+1 , D+l ■ POKEDC+1 .0 

90 IFOX<10THENPOKE38417,1 
95 GOTO20 

100 IFD=13THENGOTO150 

110 IFD"4THENGOTO130 

120 P0KE36877, 128 :FORI=1TO50 NEXT: POKE36S?7,0- RETURN 

130 FORI=DP+2TODP+7:IFPEEK<I>=2THENDOTO170 

135 POKEI , 6 ! POKEI+30720. : FORT=1TO10: NEXT : POKEI+30720- 1 ■ POKEI . 32 ^EXT 

140 RETURN 

150 FORI=DP-lTODP-6STEP-iaFPEEKa>=3THENGOTO180 

155 POKEI. 7 :POKEI+30?20,0:FORT=1TO10: NEXT POKEI+30729,1; POKEI. 32 ^ NEXT 

160 RETURN 
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VIC-20 



170 FrjRT=255TO128STEP-2:POKE36874,T:NExrPOKE368?4,0:SC=SO10:GOTO135 

130 FORT=255TO12BSTEP-2-POKE368?4,T;NEXr:POKE36874,0:SC=SC+10'GOTO155 

200 FORT= 128T0255 ■ P0KE36876 , T - NEXT P0KE36876 . 

210 C=0-DP=DP+22-IiC«=riC+22-SC=SC+50:POKE8158 J lI:POKE38878,7:SC=SC+OX-OX-108-RETUR 

400 PRINT'TMuMMHRRD LUCK HEII " 

419 PRINT" SHMMXIR DIVING HOLIDAV HDIDN'T PRV OFF AFTER MflLU'" 

420 PRINT "SBBNEVER MIND, VOU STILL WtflNR-GED TO GET";SC:PRINT"KIPOUNDS WORTH OF G 
OODS. " 

430 PRIMT"M»»iaPRESS Fl TO PLRV" 

440 GETB*-IFEt= N l"THEHLI=3;SC=R-GOTO10 

450 GOTO440 

300 PRINT'TJSKWtoPRESS ANY KEY TO PLfiV. " 

510 GETfl*;IFfi*s""THEN510 

520 RETURN 

RERDV. 




If you prefer Martian blasting 
to shark shooting, then Martian 
Attack — another two-part 
programme — is right up your 
galaxy. 

In this game you are in 
control of a 'MXSP' Tighter 
plane, and you must fly through 
the city shooting the alien 
attack waves one- by-one. As 
you do so, the occasional 
tractor beam bars your way, 
and you must shool one of the 
photon zappcrs at either end to 

destroy it. 

i fail t 



tappers, you will 



. watch-out for 
include air mines — they imitate 
sycrons, but if shot they destroy 
you. Also, if you fly into an air 
mine, you will disintegrate. 

One point to make about this 
game is that it only just fits into 
the un expanded VIC-20, so do 
not insert any unrequired spaces 




P0KE52.28:POKE5S,28 

10 F0RI=7168T07327 : READR: POKEI , H ■ NEXT 

20 DATR0, 195, 255, 126, 126, 126,126, 36- 36.. 60, 24, 24, 24. 24. 24,0 

21 DRTR24, 60, 126, 30. 255, 231 , 90, 126,60, 36, 36, 72, 0, 0, 0, 

22 DRTA129, 195, 102, 60, 255, 66, 255, 60, 102, 195, 129, 0,0, 0,0,0 

23 DATA96,97, 114,125,125,114,97,96,0,0,0,0,0,0,0,0 

24 DATA0, 255, 0,255,255, 0,235, 0.0, 0,0, 8, 0,8, 0,0 

25 DATAS, 134, 70, 190, 190, 78, 134, 6, 0,0, 0,0, 0,0, 0,0 

26 DATA0, 0,0, 8, 0,0, 0,0, 0,0, 24, 60 ,60, 24, 0,0 

27 DATA0, 0,0, 0,0, 0,0, 0,0, 0,0, 0,0, 0,0,0 

28 DRTA255, 219, 165, 219, 219, 165, 219, 255, 255, 219, 165, 219, 219, 165, 219, 255 

29 DATA129, 102, 90, 36, 36, 90, 102, 129, 0,0, 0,0, 0,0, 0,0 
100 POKE36869,240 

READY. 



5 RN=30:F=255:LI=3-PS=0:Q=0:SC=0 

1 P0KE36881 , 2 ■ P0KE36869, 255 ■ P0KE658 , 255 s P0KE36879, 24 

20 P0KE36869,255:POKE3686?,47 

30 IFLI=0THENPOKE3686?,46:POKE36369,240:POKE36365,38:pRINT":r:GOTQ880 

31 IFRN=<2THENRN=2 

32 PRINT'Tr :PGKE36873, 15 
35 PRINT"* 
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40 PP=7756 : PC=PP+30?20 ■ POKEPP i ■ POKEPC , 

50 POKEPC, 1 POKEPP. 32 „ , 

55 GETR* ■ IFR*="Z"flNBPP>7746THENP0KEPC, 1 = POKEPP. 32 ■ PP-PP-1 ■ PC-PC-l 

60 IFR*-"X"ANDPP<7?67THENP0KEPC, i ■ POKEPP, 32 ' PP=PP+1 ■ PC=PC+1 

70 IFR$="M"TH£N500 

76 l IFPEEK(PP)»30RPEEK<PP>-10RPEEK(:PP)=20RPEEK(PP>*30RPEE!<tPP)-4THENLI-LI-l:QOSUB 
750 ■ G0T038 

77 IFPEEK<PP)=90RPEEKi;PP>=5THENLI=LI-l ■ GOSUB75S ■ GOTO30 

78 POKEPP. 0- POKEPC. 

80 X»INKRNB<1>*3)+1 

81 POKE3164, 8 ■ P0KE8185,8- P0KE38884, 8- POKE38905,0 

82 IFX=2ORX=3THENPOKES165.8-POKE8i84.8-POKE33e83.0'POKE38504,0 
33 IFX-3THENP0KE8166, 8 ■ POKEB183, 8 ■ P0KE3S886. 0: POKE38903, 

85 V*INTCRHD(l)*16P+l-VX=V+8166;Z=INTCRND<l>#2>+i 
87 POKEVX,Z:POKEVX+30720,2 

91 IFW-lTHENPOKE8167 J 3:FORT=S168TO813^POKET,4,POKET+30720-5^NEXT:POKE8182,5^POK 
E38887 , 4 i POKE38902 . 4 

92 IFW=2THENPOKEVX J 9:PQKEYX+30720,8 „, , _„ M _ 
158 IFQ=200THENFORT=128TQ255: POKE36876, T i NEXT : P0KE36876. 0^ Q-8 ■ RN-RN-1 -OOTO30 
160 IFSC=>10000flNrjPS=0THENLI-Ll + l:POKE36876 J 245^ORT*lTO100;HEXT:POKE36876,0PS= 

1 

200 GOTO50 

500 POKEPP, 0: POKEPC, 

505 FP=PP+22 : FC=PC+22 

510 1FPEEK<FP>=8ORPEEK<FP)=4THENG=15-GOTO530 ^ >M „ 

5fi IFPEEt«FP>=lTHEHSi::=SC+20:G=15^POKEFC,l^POKEFP.32:POKE36877,195:FDRT=lTO50.NE 

517 ?FPEEK(FP)=2THEHSC=SC+30:G=15:POKEFC.i:POKEFP,32^POKE36877,220'FORT=lTO50-NE 
XT : P0KE36877, : GOTO330 

518 IFPEEK(FP)=3THENGO3UB700-GOTO530 
513 IFPEEK<FP>=5THENGOSUE600-GOTO530 

520 IFPEEK(FP)=9THENG-0:LI=LI-l:GOSUB750:GOTO30 

525 G-O+l ! POKEFP, 6 1 POKEFC. i FORT=1TO10 i HEXT : POKEFC, 1 : POKEFP , 32 : FC=FC+22 1 FP=FP+22 

530 IFG=15THENG=0 : POKEPC. 1 ■ POKEPP. 32 : G0T075 

600 FOPT=FPTOFP-15STEP-1 ■ F=F-8: POKET+30728, 1 :POKET, 32 : POKE 36 874, F : NEXT 1 G*15 1 SC*S 

C+180 

610 POKE36874,0;F=255 

780 FORT-FPTQFP+iS : F=F-8 s POKET+30720 , 1 : POKET, 32 : P0KE36874, F : NEXT ■ 0*15 ■ SC=SC+100 

710 POKE36374,0:F=255 

720 RETURN 

750 F0RT=255T0128STEP-5 ■ P0KE36877, T : NEXT : PQKE36877 . ! RETURN 

800 PRINT'THM^OU SCORED", SC 

830 PRINT"MWHOULD VOU LIKE TO XHRVE ANOTHER GO ?" 

850 0ET8*-1FB*»"Y"THEN3 

8S0 IFB*="N"THENPRINT"3":END 

870 OOTOB50 

900 PRINT'TIMIIIRRTIAN ATTRCK ,,.„,,,„,,„ 

910 PRINr'flVOU PRE IN CONTROL OF fflN MXSP FIGHTER PLANE. BVOU MUST SORR THROUGH" 
920 PRINT"»THE CITV SHOOTING THE IHLIEN ATTRCK WAVES BONE BV ONE. 

930 PRINT")IM»>RESS RNY KEV TO CONT. " 

950 PRINT^S VOU DO SO, THE MOCCASIONAL TRRCTOR «BERM BARS VOUR WRV. " 

960 PRINT-WOO MUST SHOOT ONE OF WTHE PHOTON ZRPPERS RT (EITHER END TO DESTROV M 

970 PRINT "MIF VOU FRIL TO DESTROV30THE ZRPPERS, VOU NILL «BE ANNIHILATED BV THE M 

BERH. " 

980 PRINT"MPRES5 RNV KEV TO CONTnTl" 

990 GETR*TlFfi*=""THEN930 

1000 PRINT'TJURRHlNG-alMiHMI " 

1010 PRINT"W)HTCH QUT FOR THE AIR fflllNES. " „«.—«, ljnll ,, 

1020 PRINT"MTHEV IMITATE SVCROHS, MBUT IF SHOT.THEV KDESTROY VOU." 

1030 PRINT"»FLSG.IF VOU FLV INTO WRN AIR MINE VOU MDISINTIGRRTE. 

1040 PRINT"»PRESS RNV KEV TO COHTTTT 

1050 GETR*:iFfl$=""THEN1050 
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VIC-20 PROGRAMS 



1060 PRINT'TMHSPOIMTS RRE SCORED IN ffl THE FOLLOWING 

1070 PQKE3h*t3 ■ ^ PPIHT":«DMEr»ia SVCRONS =30 POINTS" 

1030 PRINT" MBMCr*IBP)HLflHIUNS =30 POINTS" 

1090 PRINT"BFHJMSTRflCTOR =100PO1NTS" 

1100 PRINT" dDOMQONUS SHIP AT 10S00" 

1110 PRINT"MMSPRESS RNY KEV TO CONT. " 

1126 GETR*:IFR*=""THENU20 

1140 PRINT'TMSBWZ = LEFT"-PRINT"a»K = 

1170 PRINT" KWM3FRESS R KEV TO BEGIN" 

1180 GETR«:IFR3= I,, 'THEN1180 

1190 RETURN 

REfiDV. 



' RIGHT" -'PRINT "BMW ' 




MSOPT 



DELETE. CLOCK, 

Full TRACE with single-Hep and ; 
ZX BASIC easy-to-use and powerful 



t-45 

, it for ZX BASIC AH the features 

UTO insert, full REXUMBER, block 




_ r _. lerful and almost full Implementation of Pas 

Tiny Pascal, A valuable educational and development tool 

pmznims typically ntn 40 limes fane than a BASIC equivalent. 
Spectrum version includes Turtle Graphics package. "J haven't 

NISOPT 



1(22 HOMECOMfllTINli Wfif'Kl V .10 October 1984 



AM5TRAD CPC a64 Software by... 

TIMESLIP 

SOFTWARE 

ROLLABALL £6.95 

A challenging game o( skill, relying on quick 
steady nerves. Can you keep I he ROLLABALL it 
motion? All you have to do is slide a piece of track it 
its path to divert it, trouble is the tracks always 
disappear when the ROLLABALL moves over them. 
A very addictive one player game. 

The Moors Challenge £6.95 

An anciem game of strategy and cunning. Captun 
your opponents counters to win. Play against your 
Amstrad CPC 464 at any of five skill levels, from 
simple lo advanced or play against a friend, you a 
even make the computer play against itself. 

The Royal Quest £6.95 

Can you discover the object of your quest and then 
complete n't A classic text only adventure, with dozens 
of problems to keep you perplexed for weeks. Features 
include save game facility and very large vocabulary. 



SPECIAL INTRODUCTORY OFFER — 

For a limited period only* Timeslip Software will be 
giving away one free title with every two titles 
purchased, so hurry, send cheque/P.O.'s payable to... 

TIMESLIP SOFTWARE, Stoneyburn Workshops, 
The Old Primary School. Main Street, Stoneyburn, 

West Lothian, Scotland EH47 8AP 
•Offer ends 31st November 1984 



FEATURE 



Recently some colleagues and 1 
were discussing arrays, and how 
many dimensions you could 
actually DIM. We started to put 
" sons of shapes and figures 
a whiteboard in .in attempt 

actually sees the array. We 
■■ with a 






didn't find m 
single variable 

dimensional array, but when ■■ 
four-dimensional 
in into problems. 
Other 'experts' put their heads 

t*rc you doiii£'.' Drawing 
dimensional arrays — 
that's easy. Give me the pen'! 
Quarter of an hour later they 
' it their handiwork, 
hand the pen over to somebody 
else and walk out confused and 
baffled. 

e reasoned that if you can't 
imagine a four -dimensional 
array, let alone draw one, how 
does a computer set one up and 
access it? What's more, how 
does it handle a five- or six- 
isional array? 
is is how we've come to 
understand it. If we start off 
iingle variable A, and we 
type A = 10 the computer will 
et up a bos called A and ! -- ;j - 



it will M 



e the number 



10. 

If instead we type DIM A<3) 
the computer sets up three 
locations (boxes: Fig.l called 
A(l). API and A(3) {assuming 
the computer starts numbering 
arrays from 1 and not 0). We 
can access these locations by 
typing A(l) = 10 or by putting a 
variable inside the brackets, e.g. 
A(H = 10. 



Can you 

imagine 4D 

arrays? we 

show you 

how 



Four-dimensional arrays are 

hard to visualise. Graham 

Kendall explains the logic 

behind the fourth, fifth and 

even sixth dimension. Even 

novices should catch on 



[f we dimensioned an array 
with DIM A(3,3) the computer 
sets up nine locations (Fig.2). In 
order to access any of these 
locations you must specify the 
row followed by the column. 
Thus, if you type A(2,3) it will 
access the second row and the 
third column (see asterix). 

With three-dimensional 
arrays, if we type DIM A(3,3,3) 
this will set up 27 locations (3x3 
x3). Imagine a box or a Rubic's 
cube with nine faces on each 
side; that's what we've just set 
up (Fig.3). To access this box 



we must specify not only row 
and column but also depth. So 
if we type A(l,3,3) we arc 
accessing the first row, third 
column and third depth (see 

A three dimensional array is a 
way of accessing something in 
three different ways: firstly, left 
and right; secondly, up and 
down and thirdly, backwards 
and forwards. Left and right 
gives us the rows, up and down 
the columns and backwards and 
forwards the depth. This can be 
drawn (Fig.3), 



1 


2 


3 



Fig. 1 One-dimensional array 



1.1 


1.2 


1.3 


2,1 


2,2 


2,3 


3,1 


3,2 


3,3 



Bui i 



drawing you can't — any line 
you draw will always be in one 
of the other dimensions. We are 
faced with the problem of 
imagining a 









lently, 



Look at it this way. DIM 
A<3.3,3,2) sets up a four- 
dimensional array. In reality it 
sets up two three-dimensional 
arrays (Fig. 4). The last 
parameter dictates how many 
three-dimensional arravs are to 
be set up, thus DIM A<3,3,3,2) 
sets up two three-dimensional 
arrays giving 54 possible 
locations [3x3x3x2) while DIM 
A(3,3,3,7) sets up seven three- 
dimensional arrays giving 189 
possible locations (3x3s3x - '). 

In a four- dimensional array 
the first three parameters relate 
to row, column and depth, 
while the fourth parameter 
relates to which trr- 



the 



A(3,3,3,2) 

access the percentage _ 
five-dimensional array DIM 
A<3,3,3,3,3) sets up " 
lucaliotiM3>.3v3x3\3i. Tli: 
this as nine three-dimen 
arrays (Fig. 5), The 
accesses this by row, column, 
depth, sub-set and array within 

Thus if you type A(3,3,3,2,l) 
it accesses row 3, column 3, 
depth 3, sub-set 2, and array I 
within that sub-set. In this way 
A 13,3.3,3.1) would 



1.1,1 
















3,1,1 









1,3,3 



3,3,1 

Fig. 3 Three-dimensional array 



Fig. 2 Two-dimensional array 
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Now DIM A(3,3,3.3,J> gives 
us nine three-dim Clonal 
arrays, whith means 243 
possible locations (3x3x3x3x3), 
but if we DIM AO, 3,3.9) [his 
also gives us nine three- 
dimension a] arrays and thus 243 
locations. If this is the case why 
do we need more !han foiir- 



We'll leave you to puzzie that 
ne out for yourselves. By the 
(By, if you find out, could you 
it us know please? 



1-1,3,1 



~zi 



















3,1,1,1 









w 


/ / / 


/ 




/ 


/^s~ 


/ 










/ 














/ 



3,3,1,1 3,1,1,2 

Fig. 4 Four dimensional array 



3,3,1,3,2 
Fig. 5 Five-dimensional array 
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DRAGON PROGRAM 



The army 
game 

in this program from J D Bateman — a General has to make his 
way back to camp, but rebelling soldiers make life difficult 



i variably forced [c 

Players therefore 

play one game [hen 

From [his program you may 

able [o develop other games, 

of the graphics ideas 

included. 




1 B=5S!S°=2BjG=237:CLSB 

2 PRINTe232,"INTRUCTI0NS Y/N"j 

3 AS-INKEY*:IF A*="-THEN3 ELSEIFA*="Y" THEN16B 

4 CLSB:PDKElB35,ci0:PQKElB45,6Z!PRINT#12,' , rebelliori": 

5 FOR X-67 TO 91 iPRINTSX ,CHRS ( 191 > j : NEXT 

6 FOR X=99 TO 355 STEP32: PRINT8X,CHR* < 191 ) i :NEXT 

7 FOR X=355 TO 379: PRINTftX ,CHR* 1191) ; :NEXT 

8 FOR X=379 TO 123 STEP- 32: PRINTSX ,CHR* (191 > ; ; NEXT 
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9 PRINTS164 

10 PRINT@196,"b"; :PR 
L PRINTe22a,"c";:PR 

12 PRINTe260,"ti";:PR 

13 PRINT@292,"e M ;:PR 
I P0KE1127,49:P0KE: 



PRINTeiat,"; 

NT@21B,' 
NT@250,' 
NTS2B2,' 



1314,' 



139,55:P0KE11' 



,,56:P0KE1143,57 

!:POKE(1024 
!: POKE (1024 
!:POKEU024+X) ,172 
!:POKE(1024+X) ,172 



:E1131,51:P0KE1133,52:PaKEI135,53:PDKElI37,54:P0KEl 



56: NEXT 

72: NEXT 

72: NEXT 

NEXT 



,32:POKE145B,32:POKE1465,32:POKE1459,60:POKE1 



16 FOR X=199 TD 211 STEP2: 

17 FOR X=231 TO 247 STEP2: 
1 FOR X=263 TO 275 5TEP2: 
) FOR X=295 TO 307 STEP 2:POKE U024+X 

20 PRINTe237 T CHRS(204>;:PDKE1269,252 
. POKE 1237,1 56: POKE1 27 1,156: POKE 1 301, 

22 POKE 1277, 50: POKE 1 279, 4B 

23 PRINTe416,"your move general press arrow" 

24 POKE1444,32:POKE1449,32:POKE: " 
471,62 

*=INKEY*:IF A*=""THEN25 
26 IF A*=CHR*(B) THEN 30ELSEIFA: 
IF A*=CHR*(94)THEN 36 ELSE II 
IF AS="S" THEN 1B1 

29 S0UND1,5:G0TC25 

30 P=PEEK(G*1022) 

[ IF P=156 THEN 32ELSE IF P=172 THEN 42 ELSE IF P=252 THEN 67 ELSE29 
> PRINT@S,CHR*(156)s:PRINT@G-2,CHR*(204>;:G=G-2;GOTD74 
33 P-PEEKIG+1056) 

F P-156 THEN 35 ELBE IF P=172 THEN 4S ELSE IF P=252 THEN 68ELSE29 
35 PRINTeS,CHR*(156) ; : PRINTSG+32,CHR* (204 > ; : G=G+32:G0T074 

>=PEEK(G+992) 
37 IF P=156 THEN 39 ELSEIFP=172 THEN 54 ELSEIF P=252 THEN69 ELSE29 
3B PRINT@G,CHR* (1561 ; =PRINT@G-32,CHR* (204) ; :6=G-32: GOT074 
39 P=PEEK(G+1026I 

IF P=156 THEN 41 ELSE IF P=172 THEN6B ELSE IF P=252 THEN70 ELSE29 
PRINTeG,CHR*(156)i : PR I NTSG+2 , CHR* (204> ; :G=G+2:G0TD 74 
42 P=PEEK<G+1B20) 

IF G+1022=1269 THEN 45 ELSE IF P=156 THEN 44 ELSE29 
44 PRINTeG,CHR*(156);:PRINTeE-2,CHR*(156);:PRINT@G-4,CHR*(204>;:S=5-l:G=G-4;B=B- 
[ : PLAY"05T255CBAGFEDC" :GOT074 
15 IF P=I56 THEN 46 ELSE29 
46 PRINT@G,CHR*(156>; :PRINTeG-2,CHR* (252) ; : PRINTeG-4,CHRS<204) ; 

i=S-l." Z=0: G=G-4: B=B-1 : PLAY' , 05T255CBAGFEDC" :B0TO74 
4B P=PEEK(G+10BB) 

49 IF G+1056=1269 THEN 51 ELSEIF P=I56 THEN50 ELSE29 

50 PRINT@G,CHR*(156) ; : PRINT@G+32,CHRS ( 156) ; : PRINTeS+64,CHR* (204) ; : S=S-1 :6=G+64: 1 
=B-1 : PLAY- , 05T255CBABFEDC" : G0T074 

51 IF P=I56 THEN 52 ELSE29 

52 PRINTeG,CHR*(156);:PRINTeG+32,CHR*(252);:PRINT@G+64,CHR*(204); 

53 S=S-1: Z=0: G=G+64;B=B-1 : PLAY"05T255CBAEF£DC": GOT074 

54 P=PEEKIB+96B) 

55 IF G+992=1269 THEN 57 ELBEIF P-156 THEN 56 ELSE29 

56 PRINTeG,CHR*U56>; : PRINT@G-32.CHR* ( 156) ; :PRINT@G-64,CHR* (284) ; 
=B-I:PLAY"a5T255CBAGFEDC":G0T074 

57 IF P=156 THEN5B ELSE 29 
5B PRINT@G,CHR*< 156) s:PRINT@B-32,CHR* (252) ;:PRINTeG-64,CHR* 1204); 

59 7=0: G=G-64: S=S-1 : B=B-1 : PLAY ,, D5T255CBAGFEDC' , : G0T074 

60 P=PEEK(Gi-102B) 

61 IF G+1026=1269 THEN 64 ELSEIF P=156 THEN62 ELSEIF f 

62 PRINT@G,CHR*(156>; :PR1NT@G+2,CHR*< 156) j : PRINTeG+4,CHR* (204) ; 
1 : PLAY "05T255CBAGFEDC " : G0T074 

63 PRINT@G,CHRS(I56) j :PRINT@G+2,CHR*(156) ; :PRINTeG+4,CHR* (284) : 
ljPLAY"D5T255CBAGFEDC":GaT071 

64 IF P-I56 THEN 65 ELSE29 

65 PRINTeG,CHR*U56>;:PRINTeG+2,CHR*(252)i:PRINTeG+4,CHR*(204) 

66 S=S-I : Z=B:G=G+4: B=B-1 : PLAY"05T255CBAGFEDC": G0T074 

67 PRINTeG,CHR*(156); : PRINTeG-2,CHR* (204) ; : T=T>1: G0T071 
6S PRINTeG,CHR*ll56) ; : PRINT6G*32,CHR* (204) ; :T=T+1 :G0T071 
69 PRINTaG,CHR*<156);:PRINTeG-32,CHRS(2B4); : T=T+ 1 : GOT07 1 



:S=S-1:G 



:S=S-1:B=B-1:T=T+ 



70 PRINT8G,CHR*(156>; :PRINT@G+2,CHR* (204) j : T=T+1 

71 FOR X=0TO555:NEXT:SOUND227,6:SaUND232,6:SOLiND239,3:SaiJND232,6:SaiJND239,3:SDlJN 
D232,6:S0UND239,9 

72 POKE1277,A:POKE127B I B:PRINT@416,' , THE GENERAL HAS WON AFTER":PRH 

MAKING";Ts "MOVES" 

73 FORD=0 TO 5000: NEXT: BOTD1B3 

74 -<C> J.D.B. 31/1/B4 <C> 

75 T-T+illF S=>10 THEN 77 

76 IF S<10 THEN 79 

77 A=49:P0KE1277,A!P0KE127B,B:IF B=4B THEN B=5B 
7B GOTOB0 

79 A=48:P0KE1277,A:PDKE1278,B:IF B=4B THEN B=58 

80 FDR X=416 T0447.-PRINT@X,CHR#(224);:NEXT 
Bl IFS=3 THEN71 



INPUTD* 


IF D*= 




IF D*= 


"CI" 


IF D*= 


"F1" 


IF D*= 


"B7" 


IF D*= 




IF D*= 


"A3" 


IF D*= 


T3" 




"E3" 


IF DS= 


•B4" 


IF D*= 


D4" 


IF D*= 


*AS" 


IF Dt- 


'13V 


IF D*= 


"FH" 


IF D*= 


■B6" 



."D6 



OR D*= 
OR D*= 
OR D*= 

OR DS= 



OR D*= 
OR D*= 
OR D*= 
OR D*= 
OR D«* 
OR D*= 
•■ OR t>S- 
" OR D*' 
" OR D*= 
" OR D*^ 
" OR D*= 
" OR D*= 



: PRINTS422 , "sol di er " 

1A" THEN SP=167 ELSE 
1C" THEN SP=231 ELSE 
IE" THEN SP=295 ELSE 
2B" THEN SP=201 ELSE 
THEN 5P=265 ELSE 
THEN SP=17I ELSE! 
THEN SP=235 ELSE: 
THEN SP=299 ELSE: 
THEN SP=205 ELSE: 
THEN SP=269 ELSE: 
THEN SP=175 ELSE: 
THEN SP=239 ELSE: 
THEN SP=303 ELSE: 
THEN SP=209 ELSE! 
" THEN SP=273 ELSE: 
" THEN SP=179 ELSE! 
" THEN SP=243 ELSE] 
" THEN SP=307 ELSE: 
" THEN SP=245 ELSE] 
" THEN SP-247 ELSE: 



IF D#= 


Bl" 


IF D*= 


1)1' 


IF D*= 


A7' 


IF DS= 


n?" 


IF DS= 


F7" 


IF D*= 


B3" 


IF D*= 


ftT 


IF D*= 


A4' 




H4 1 


IF D*= 


F4 1 


IF DS= 


BB 1 


IF D*= 




IF D*= 


A<V 


IF D*= 


C6" 



np 


Dt= 


IB" 


OR 


OP* 


ID" 


OR 




7A" 


OR 


D«= 


?r." 


rut 


l>#» 


2E" 


Utt 


l)*= 


3R" 


UK 


D*'= 


3D" 


OR 


D*= 


4A" 


DR 


UN 


4TT™ 


UH 


D*- 


4F" 


IIR 


l>*» 


5B" 


UK 




5D" 


(JK 


D* = 


6A" 



IF DS 
IF D* 
IF DS' 
IF D*="C8 
IF D*="l 

106 GOTO108 

107 S0UNDI,5:T=T-1: GOTO 74 

100 F0RX=416 TO 434:PRINT@X ,CHR*(224) ,- : NEXT 
I POKE1459,£0:POKE1471,62:POKE1465,32 
10 FRINTe43A, "press"; : PR1NTS442, "arrDH" ; 
B*=INKEY»:IF B*="" THEN 111 
IF B#=CHR*(B) THEN115 ELSEIF B*=CHR*(10: 
B*=CHR*<94) THEN142 ELSEIF BS=CHR*<9> ' 
I .SOUND I,5:GOTOB0 
.15 FOR X=435 TO 447: PRINTSX,CHR*(224> ; sNEXT 
=1 THEN 122 



■•BB" OR 0*=' 



F SP=0 THEN 107 



THEN SP=199 
THEN SP=263 
THEN SP=I69 
THEN SP=233 
THEN SP=297 
THEN SP=203 
THEN SP=267 
THEN SP=173 
THEN SP=237 
THEN SP=301 
THEN SP=207 
THEN SP=271 
THEN SP=177 
THEN SP=241 
:■ THEN SP-305 
I" THEN SP=2U 
" THEN SP=275 
" THEN SP-213 
■ THEN SP=277 



19 PRII 



125 PRK 



134 PRIf 



(1022+SP) 
19 ELSEIF 

tINTeSP-2, 



■172 
CHR*C172) | 



iINTeSP,CHRS(15£>) ; : PR 
128 G0T023 

tINTesP,CHR*(156) ; :F 

" SP+I024=1269 THEN 1! 

L=PEEK ( 1 B24+SP) : M=PEEK 

! AND H=15i THEN 

UNT@SP,CHR*(156>; :PR: 
=PEEK ( 1024+SP) : M=PEEK 

: L=I72 AND M=156 THEN 

!INT@SP,CHR*<252>; :PR 

)R X=435 TO 447:PRINTeX,CHR*<224>;: 

: 1=1 THEN 13S 
=PEEK I 1024+5P) : M=PEEK 

; L=172 AND 11=156 THEN 

(INTeSP,CHR*(156: 

IINT@SP,CHR*<156 

+1024=1269 THEN 13' 



ANDM-252 THEN 121 ELSE! 1 



IINTeSP-2. 

>& 

:i022+SP] 
125 ELSE! 
IINTSSP-2 

:ib22+sp: 

12S ELSE 
:INT@SP-2 



CHR*(I72) ; 



CHRSI172): 



CHR*1172) 



:Z=l:GOTO 23 



:Z=0:GOTO 23 



056+SP) 

133 ELSEIF L-172 AND 11=252 THEN 
NTeSP+32,CHR*<172);:GOT0 23 
NT@SP+32,CHR*(172) ;:Z=1:G0T0 23 



34 ELSE114 
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DRAGON PROGRAM 



NTeSP+32,CHRS(172>; 
056+SP) 

ELSE114 
NT@SP+32,CHR*(172) 



■l:ODTn 23 



:Z=0:GOTO23 



[46 ELSEIF L=: 



NTeSP-32 , CHR* ( 172) ; : GOT023 



1=252 THEN 147 ELSE114 



NTSSP-32 , C 

12 

992+SP) 

ELSE114 
NT@SP-32,CHR*( 
992 +SP) 

54 ELSE114 
NT8SP-32 , CHR* < 



72) ; : 



=1:E0T023 



:GOTO ; 



>:GOT023 



I3B PRINTeSP,CHR*<156) : 
' L=FEEK(1024+SP>:M=F 
) IF L-172 AND M=156 THEN I 
; PRINT@SP,CHR*<252) ; 

142 FOR X=435 TO 447: PRINTSX ,CHR* (224) | 

143 IF 2=1 THEN 1 
[44 L=PEEK(1024+SP> :M=PEEKCi 

145 IF L=172 AND K=156 THEN : 

146 PRINTeSP,CHR*<156) ; : PF 

147 PRINTSSP,CHR*(156) ;:Pf 
[F SP+1024=1269 THEN I 

149 L=PEEK<1024+SP):M=PEEK( r 

J IF L=172 AND M=156 THEN 1 

, PRINT@SP,CHR*(156>; 
152 L=PEEK(1024+SP>:M=PEEK< C 
IF L=172 AND M=156 THEN 1 

154 PRINT@SP,CHR*<252) jsP'ftW 

155 FOR X=435 TO 447: PRINTSX,CHR*(224) ;: NEXT 
IF Z=l THEN 161 

157 L=PEEKU024+SP):M=PEEK(1 
[F L-172 AND M=156 THEN i 

159 PRINT@SP,CHR*U56)s:PF 

160 PRINT@SP,CHR*U56) ; : PF 
IF SP+ 1024= 1269 THEN 16! 

162 L=PEEK<SP+1024):M=PEEK(] 

IF L=172 AND 11=156 THEN : 
164 PRINT@SP,CHR*(156>;:PRir 

_=PEEK(1024+5P) :M=PEEK(1 

IF L=172 AND M=156 THEN 1 
167 PRINTSSP,CHRf (252); :PRir 
16B CLS:PRINTe96,"A SOLDIER ] 

169 PRINT: PRINT "THE BENERAL ) 
S REPRESENTED BY ";CHR*(2: 

) :PRINT:PRINT:PRINT" pr 

170 A*=INKEY*: IF AS="" THEN 1 
71 CLS-PRINT-PR1NT"PERMITTED MOVES ARE UP, DOWN, LEFT AND RIGHT. THE GENERAL ALWAYS 
HASTHE"FIRST MOVE WHICH IS A TAKINBMOVE. HE MOVES AROUND THE BOARD <BY PRESSING 
THE ARROW KEYS)ONE SQUARE AT A TIME, OR TWO IF HE ISTAKING A SOLDIER. JUMPED SOL 

172 PRINT"ARE REMOVED FROM THE BOARD. " :PRINT"HIS OBJECTIVE IS TO REACH THE 
ETY DF THE CAMP AND TO CLAIM VICTORY. IF HIS PATH IS BLOCKED HE MUST PRESS 



026+SP) 
59 ELSEIF L=172 I 
NTeSP+2,CHR*<172); 
NTeSP+2,CHR*U72); 
.5 
026+SP) 
64 ELSE114 
NTeSP+2,CHR*(172) ; 
026+SP) 

ELSE 114 
NT0SP+2 , CHR* ( 172) ; 
S REPRESENTED BY 
S REPRESENTED BY 
15) : PRINT: 



WD 11=252 THEN 

IG0TO23 

;Z=1:GDT023 



:BOTO 23 



160 ELSE1 



Z-0:GOTO23 

";CHR*<175> 
";CHR*(207) : PRINT:PRINT"THE CAHP I 
INT"EMPTY SQUARES ARE SHOWN BY " ; CHR* 

to continue" 



) SURRENDER.": 



I CLS:PRII 



':PRINT:PRINT" press any key to continue" 
:;IF A*="" THEN 173 

-PRINT" THE SOLDIERS CAN ONLY MOVE ONE SPACE AT A TIME. THEIR OBJECT 
IS TO PREVENT THE GENERAL MOVINBINTO THE CAMP. THEY DO THIS BY CROWDING HIM 
INTO A CORNER OR BYSURROUNDINB HIM 2 DEEP SO HE" 

175 PRINT"CANNOT MOVE. IF THE BENERAL JUMPS17 SOLDIERS HE AUTOMATICALLY WINS ! 
ECAUSE THE SOLDIERS LEFT CANNOT PREVENT HIM FROM REACHINGTHE CAMP. ": PRINT:PRINT 

176 A*=INKEY*;1F A*="" THEN 176 

177 CLS-PRINT:PRINT"SDLDIERS ARE MOVED BY INPUTTINB THEIR BOARD POSITIONS (E6. 'C 
PRESSING <ENTER> AND THEN PRESSINB THE REQUIRED ARROW KEY. ".-PRINT: PRIN 

17H PRINT" press any key to continue" 

=INKEY*:IF A*=""THEN 179 
1B0 GOT04 

SOUNDJ47,ll:SOUND133,ll:SDUND125,ll:SOUND10B,lltSDUNDB9,U 
192 PRINTS416," THE GENERAL HAS SURRENDERED": PRINT9448, "AFTER"; T; "MOVES" : FOR X 

=0 TO 5000: NEXT 
183 CLS:PRINTe201," PLAY AGAIN Y/N "; 

■INKEY*:IF A*^""THEN184 
105 IF A*<>"Y" THEN !B6 ELSERUN 
186 CLS:END 
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Fast-action 
fun 

Here's a selection of the latest 
arcade games for you to 
3jf savour. Read the advice of our 
experts to help you decide 



^ River Raid 
asK spectrum I 
£7.99 
,, Aclivision.lSHarleyHse,Mary-| 
* lebone Rd, London NW1 

Uyou are in a low rtyina aircrafl.l 
fland your ra.ssion is 10 deal ray alii 



Enduro 




■ 48K Spectrum 


t 


1 £7.99 


m 1f h you nUp^o anotofSr 1 


J Aclivisior., 15 Harley Hse, Mary- 




)^< lebone Si. London NW 1 


get slowed down for a while. [ ■ 


M Enduro is a car race which starts 


after halfTn'hour *' had' had If 


■ in one of ihe siaics of America, 




■ :iiit[ I'inihiies up in the same place. 




"■ According to Ihe description 




"Jon [he package you go through 




•Mlajj'. scorching descrl sands. 




dW through Montana. Tennessee, 


Playable, but not addiciive. B.B. ■ 


^J New England, and back again. 




■ You don't accomplish this in out 




■ day of course, you do get a sense 


playability 8S-V [Jj 


H of driving through the night, as 


graphics 80% L£ 


■ "dl as through the day. 




■ flic um::.I ,:,:■■: ol 




• J offered to you, and they are very 




M simple: left/right b rake/ fas [er. 




Villi road and the scenery scroll 












Wlai^^lesl-^our^Y.ing-s^ill 







I going to try again. 
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SPECTRUM PROGRAMMING 



:. How? Read on and I'll 

explain. 

The Spectrum's character set 
(tlit data which defines which 
duts arc INK and which are 
PAPER! exists in ROM. You 
can't change them in ROM, hut 
what you can do if yoti want to 
alter some is to transfer this 
data to It safe place in RAM, 
where they can be altered, and 
change a system variable which 
is called CHARS in ihc hand- 
book. This system variable tells 
Ihe computer where to start 
looking lor the dot pattern 
PRINTing a character on 



these 
The ill 



be done by lowering RAMTOP, 
but this will be different lor I6K 
arid 4KK machines. The follow- 
ing instruction* are for the 48K 
Spectrum; if a different value is 
required for Ihc IdK Spot 






CLEAR 64599 131831). 



sets. Now copy the character s 
from ROM to the safe ar< 

10LETx = 64600 131832] 
20FORi=15616TO 16383 
30 POKE x, PEEK i 
40LETx = x+l:NEXTi 



interactive 
games on 

the 
Spectrum 

want to know how to redefine 

existing characters? 

HCW regular David Nowotnik 

shows you how 



You can use the following 
short routine to redefine any 
character of ASCII code 
between 32 and 127 with (he 
following routine; you enter 
your column of numbers one ar 
a time, from the lop down; 

10 INPUT "Enter character 

20 LET x'=x+64334 (31576] 



30F0RU0TO7 
40 INPUT y 
50 PRINT i.y 
60POKEx + i,y 
70 NEXT i 

You could, if you so 
alter all 96 of the 
character set, then ret 



POKE 23606.0 
POKE 23607,60 
CHARS with the commands: 



:e normal. 

cctrum is 



■ ■ 
screen. You 
any characle 



I be "off" in your m 
. Marx those "oi 
oss. When you ha 



Add up the total for each row 
and write thai value alongside 
the row. In the above example 
dots wiih the value 64, 16. 2, 
and 1 arc "on", therefore the 
row total is (64 +16 + 2+1) 
= 63. When you have finished, 
you should have eight numbers 
all within the range to 25S. 




128 


64 


32 


16 


8 


4 


2 


1 


= 83 


1 

1 


X 




; X ; 






I 

i X 

I 


X 
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SPECTRUM PROGRAM 



Dive, 
dive, 
dive! 



David Hughes' program about 
submarine warfare takes you 
down beneath the surface of 
the interface straits, hunted 
by enemy shipping 




In ihis game you command 
your own submarine, called the 
Spectrum, Your task is to 
intercept enemy shipping in ihe 
Interface straights. You are 
armed with ten torpedoes (five 
per tube) and your mission is 

ammunition is exhausted. 

The difficulty of the game lies 
in the fact (hat you must judge 
the range and speed of your 
targets , which vary in length 
from eight 10 40 pixels long. 
You must also check each crafi 
for flags: your friends have 
flags and your enemies don't. 

The scare gained by sinking 
enemy craft depends on their 
range. If one escapes then you 
lose 30 points. If you sink an 
allied craft then you lose points 
equivalent to twice Ihe points 
you would have gained if il had 
been an enemy ship. 



5 REM CRAFT AHOY 

10 REM 

20 REM D.G. HUGHES 

30 REM 9th. JUNE 1984 

40 LET hsc=0: CLE : GfJ BUB BOOO: REM 

50 GO BUB 9000: REM li/d gr 

60 GO SUB 9500: REM draw 

70 LET L=17: LET R=17s LET 1 

80 GO SUB 9400: REM torps 

90 LET sc=0 
100 REM MAIN LOOP 

110 LET h=INT <RND*8>+ls LET 5=INT <RND»5) : LET 
(RND*2) 
120 IF tl<=0 AND t2<=0 THEN GO TO 4000: REM Hn 
130 IF sc<=-999 THEN GO TO 70 

140 PRINT AT 21,6;" " ; AT 21 , 0: "SCDRE=" ; sc ; AT : 

"HI-BO"! hoc 



HOME COM 



OOO REM SECONDARY LOOP 

010 FDR n=0 TO 27s LET d=0 

040 60 SUB 3000: REM shoot 

050 IF L<17 THEN GO SUB 3250: REM 1 /h torp 

060 IF R<17 THEN GO SUB 3450: REM r/h torp 

070 IF *=0 AND S<=2 THEN PRINT AT h,n+l;" ™ ; 



OBO IF f=0 AND s>2 THEN PRINT AT h,29-i 



IN) 



raft 



INK 0;AT 
"; INK 0; 



NK 1 ; " " 
090 GO SUB s»50+2000: REM i 

00 NEXT n 

10 FOR q=0 TO 3 

20 PRINT AT h+q,0;" " ; AT h+q,28;" 

30 NEXT q - 

40 IF f=l THEN LET sc=sc-50: PRINT INK I ; AT 0,0;i 
, TO 31) 

150 IF f=0 AND n>20 THEN PRINT AT 0,0;r*<4, TO 32) 
200 RETURN : REM 2nd. LOOP END 
2000 REM CRAFT 
2010 PRINT INK IjflT h+ 
2020 PRINT INK 1 ; AT h+ 
2030 PRINT INK 1 J AT h + 
2040 RETURN 

2050 PRINT INK 1;AT h, 
1 THEN PRINT AT h,n+l; 
2060 PRINT INK 1;AT h + 
AT h+I,n+3;"=" 

2070 IF n>24 THEN PRINT AT h+2,0j " " 
2090 RETURN 

00 PRINT INK 1:AT h+l,nj" "; INK 4; 

10 PRINT INK 1;AT h+2,nj" "; INK 3{ 

15 IF n>24 THEN PRINT AT h+3,0; " " 

20 RETURN 

50 PRINT INK 2; AT h+1 ,27-n; " FGG "; 

60 PRINT INK 3;AT h+2,27-n; "BHHI" 
__90 RETURN 
2200 PRINT INK O; AT h+1 , 29-n; "H" ; INK 1} 

PRINT INK 0;AT h+1 ,29-n; " I "l PAUSE 5 
2220 RETURN 
3000 REM SHOOT 

3010 IF INKEYS="1" AND t 1 >0 AND L=17 THN 
3020 IF INKEY*="0" AND t2>0 AND R=17 THEN 
3030 RETURN 

3200 GO SUB 5200: REM sound 
3220 LET tl=tl-l: IF tl<=0 THEN PRINT AT 
BE";AT 19,3; "EMPTY": LET tl=0: BEEP .1,30 
3230 PRINT OVER 1; INK 2;AT 21 , 1 1+tl ; "■" 
32S0 IF ATTR (L-2, 13) < >105 THEN LET m=13: 

TO 3600 
3260 LET L=L-1j IF L<=1 THEN LET L=17: RETURN 
3270 PRINT AT L,13;" "jAT L-1,13;"E" 
32B0 IF L<3 THEN PRINT AT 1,13;" " 
3300 RETURN 

3400 GO SUB 5200: REM sound 

3420 LET t2=t2-l: IF t2<=0 THEN PRINT AT 18,2: 
ARD";AT 19,22j"TUBE EMPTY": LET t2=0: BEEP .1, 
3430 PRINT OVER 1; INK 2; AT 21,20-t2| 
3450 IF ATTR CR-2, 10)0105 THEN LET f 

TO 3600 
3460 LET R=R-l! IF R<=1 THEN LET R=I7: RETURN 



INK 



: PAUSE 10: 



LET LR=L: GO 



LET LR=R: GO 
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3470 PRINT AT R,18i" " ; AT R-J,18:"E" . 


•'. 




34B0 IF R<3 THEN PRINT AT 1,18;" " 






3500 RETURN 






3600 REM HITS 


mWY _° 




3610 PRINT AT LR-l,m;" " 






3620 POKE 23607,49 






3630 PRINT PAPER 3; INK 6; FLASH 1 j AT LR-2,m-l ; "XXX" ; A 






T LR-3,m;"X";AT LR-4,m;"X" 






3640 FOR m=0 TO 3 






3650 FOR n=0 TO 7: BORDER n: NEXT n 








3660 BEEP .05,RND»-40 








3670 NEXT m 




\ \ 




36S0 POKE 23607,60 




\ \ 




3690 PAUSE 10: BORDER 1: GO SUB 5100: REM sound 




\ 




3920 FOR k=12 TO STEP -1: FOR j=0 TO 31 STEP 4 




\ 




3930 PRINT AT k,_j;" ": NEXT j: NEXT k 






3940 PAPER 5: INK It LET L=17: LET R=17 


%//.«/ 4 




3950 FOR n=0 TO 16: PRINT AT n,13j" "iAT n,18j" ": NEXT 




3960 IF f=l THEN LET sc=sc+10* flO-h) : PRINT INK l[flT 


m-dM/j/ m 




O.Oirltl, TO 31) 


9 {/ ^K 




3970 IF f=0 THEN LET sc=sc-20* < lO-h > : PRINT INK 1 ; AT 


is s 




0,0;r*(2, TO 31) 




39SO IF tl<=0 AND t2<=0 THEN GO TO 4O00 


^Ht 




3990 GO TO 100 


MB ^L Bmp 




4000 REM FINISH 


BJ* (BV AK 




4020 IF sc>hsc THEN LET hsc=sc: PRINT AT 10,3; FLASH 1 


^B . °^r *Bj 




; INVERSE 1;" NEW HI-SCORE WELL DONE " 




4030 PRINT AT 21,5;" ";AT 21,27;" 


Am ^m Ar 




4040 PRINT AT 21 ,0; "SCORE=" ; sc; AT 21 ,22; "HI-SC=" ; hsc 


aV'^B* ^ET 




4050 FOR g=l TO 20 


VoH Ba 




4060 PRINT INK 7;AT 8,5+g; FLASH l;g$(l,g) 






4070 PAUSE 10: NEXT g 






40B0 PAUSE 500: FOR g=I TO 20 


Ah'^vB ™A 




4090 PRINT INK RND*4;AT S,5+g; FLASH l;g*(2,g): NEXT g 






4100 PAUSE 30 






4110 FOR g=0 TO 15 


A\ Bb fl 




4120 PRINT INK 1 ; AT 8,g; " ";AT 10,31-g; " ";AT 8,31-g; " 


VA B AY * 




";AT 10, g; " " 


Bj jB* *B\ o 




4130 PAUSE 10: NEXT g 






4140 FOR g=0 TO 31 


WX ^bT ^B\ * 




4150 PRINT INK 1;AT 0,g; " " : NEXT g 


■■ W ^Bv'' 




4200 PRINT AT 1B,1;" ";AT 19,2;" "jAT IS 






,21;" ";AT 19,21;" 


B i ^C ° 




4500 GO TO 70 






5000 REM SOUND 


L^^BW— ^i •> 




5100 FOR u=0 TO 2: LET bp=35 


l^^^H^N^L 




5110 FOR b=.04 TO .005 STEP -.01 


^^■^^^B^BaPl 




5120 LET bp=bp+5: BEEP b,bp: NEXT b: 


B^^BV BW^^B 




5130 PAUSE 7: NEXT u 






5170 IF f=0 THEN FOR b=0 TO -30 5TEP -10: BEEP .l,b: P 


■v^^H 




AUSE 15: NEXT h 


WmM ^BB 




51S0 IF f=l THEN FOR b=0 TO 2: BEEP .05,10: PAUSE 7: N 


R^HhaVJ 




EXT b: BEEP .5,5 






5190 RETURN 






5200 BEEP .01,50: BEEP .01,60: BEEP .01,50 


BBBj 




5250 RETURN 






8000 REM INST 






8010 PRINT AT 1,1) "Craft t SUBMARINE SPECTRUM " ; AT 3,2 


l£V 
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SPECTRUM PROGRAM 



supplies are exh 



I S030 PRINT AT 



"Warning: Allied craft flag i 



;"Firing Code:";AT 14,8; 
15, B; "5 Torpedoes per tube 1 
"Press 's' to enter";A" 



I 8035 PRINT AT 13,l;"Firing Code:" AT 14,8;"1=L/H Tube 
■ 0=R/H Tube";AT 

1040 PRINT AT 17,7; ' 
ice Straits" 

8050 PRINT AT 20, 9; "Message ends" 
18060 IF INKEY*="s" OR INKEY*="S" THEN PRINT AT 21, 111 

FLASH 1; INK 2;" STANDBY " : RETURN 

B090 GO TO 8060 
i 9000 REM GRAPHICS 

9010 FOR n=144 TO 152 

9020 FOR j=0 TO 7: READ g 

9030 POKE USR CHR* n+j,q 
i NEXT j: NEXT n 

9050 DATA 1,3,7,15,31,63,127,255 

9060 DATA 128,192,224,240,248,252,254,255 

9070 DATA 0,0,31,79,103,115,121,0 

9080 DATA 0,0,7,15,12,12,12,12 

9090 DATA 24, 60 ,0, 60,60,60,24,60 
19100 DATA 2,7,4,4,19,250,26,27 

10 DATA 24,60,24,24,8,24,60,60 
JJ9120 DATA 12,12,8,31,26,251,119,16 
130 DATA 48, 4S, 32, 4B, 56, 251, 125, 1 
19200 BRIGHT 1: INK 1: PAPER 5: BORDER 1: CLS 

9210 DIM g*(2,20) 
J 9220 LET g*(l, TO 20) = " GAME OVER " 
'* 9230 LET g*(2, TO 20>="N E W MISSION" 

9240 DIM r*!4,32> 

9250 LET r*(l, TO 32)=" SEND _ EM TO A WATERY BRAVE 



260 LET r*(2, TO 32)= 

270 LET r*(3, TO 32)= 

I 9280 LET r*(4, TO 32) = 



LOOK OUT! THAT WAS OUR ADMIRAL 

LOOK LIVELY YER LAND LUBBER 

THREE CHEERS FOR OUR NAVY 



9290 RETURN 
,; 9400 REM TORPS 

9410 FOR n=ll TO 20 
■9420 PRINT AT 21,n;"E": NEXT n 

9440 RETURN 

9500 REM DRAW BOWS 

9510 CLS : PRINT AT I7,14;"ABHE 
2:"AMMMBB";AT 20,11; "AH 
j 9520 PLOT 84,0: DRAW 0,12 
-9530 DRAW 36,36: DRAW 16,0, -PI/: 
. 9540 DRAW 36,-36: DRAW 0,-12 

9550 FOR n=120 TD 85 STEP -8 

9560 PLOT n,n-80: DRAW 0,8 

9570 PLOT 255-n,n-80: DRAW 0,8 

95S0 NEXT n 
'9610 PLOT 112,40: DRAW 0,3 

9620 DRAW 8,8: DRAW 16,0, -PI/2 

9630 DRAW 7,-7: DRAW 0,-3 

9640 RETURN 
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words and 
wings 

Find out how good you are at 

the English language or save 

lives at 20,000 feet 



lf» London NW1 3ND 

U[ have often had the Feeling that I 
jMthete should be more computer ■ 
lgamcs For several players. ThisB 

Ufour placets, although the. 
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COMMODORI 



This exciting 

game by 

Andrew Clarke 

stars you as the 

pilot battling 

against the 

elements. 

Can you stay 

the course? 

You arc the pilot of a crippled 
helicopter and you tnOSI land 
your hopper on one of the heli- 
pads. Your fuel is running low 
and you arc also hampered by 
the strong gravitational field 
which is pulling you to earth. 
There are five spots where 



Crippled 
helicopter: 
can you 
surviig 







destroyed if 
yoli touch the planet scape, 
if you run out of fuel or if 
your speed is greater than 
100 whichever way you arc 

A read-out nest to the speed 
indicator will tell you whether 
your speed is good or high. You 

sc dclL.ii 



will have t( 
control I 



Your speed incr 
you go up or 
remember that gray 
the pull on yon wl 
descending so you 
faster. The e<plosio 
lines 400 to 410 is identical 

Nimbus by the same author. 

These are your control keys: 
I up. left arrow down, 2 right 
CTRL left, sjmre fire (used t 



1 PEN*** HELI-LHND *** 

2 REM*** BV *** 

3 REM*** RNDV CLRRKE 1334*** 

4 pEN*** + *:+**** + *m*+********* 

1 -m tAiSUE230 
f. Fnc ; '=;=-:.-4 U -,Tfi-4!-" FnRT=ttT0b£ ■ REhll'N P0KES*64-t T, I 
7 c;~247:FnPT=-'iri !-.;:■ fWi^:**4+T,O-N£X"PPT=0 
:-: Fripf:=54ar^Tu54.i?'6 r-mEC..8:NEXT 



NEXT : NEXT : GC<:iUE25b 



54 PROGRAM 



53 IFSP>»1<3 

59 LD=PEEK': 

60 IFCPEEK'L 

61 IFSP>29fl 



LANDING"- WTCW'ii 



rsaBaMiflflftWiiWiscasFUEL ■ sa" ; fe ; 



CINTXSR' 



11 U ' 



74 IFSP=0THENPRINT"fi 
76 IFSP<0THENPRINT"fll— ajPSJ— " ; 
7a IFSP>0THENPRINT"fil-irjOWN;&~", 
IPR.IMT" SS HIGH" 

:■:,■;■■.;■■..,■■ ■ :■ ,-.:-,:. 

84 PRINT">llEF i OIHTS:BS ,, ;PT 
90 RETURN 

200 PRINT"3ttHMW*lELC0ME TO:" 

2*2 PRINT"*™ 11 ;Kir:.E5.-52SM,iii P0KE5.32SI .. * 

204 pRiNT"»»iia ■ a a a ■ a a 
206 pF:iNT"«ii»ia a a a a a a a 

20a PRINT"! 

210 PRINT"* 

212 PRINT "tfcMiia * 

214 PRINT"MS" 

216 PRINTMMWMai ■ 

21a PRIHT-'UMWS B 

220 PRINT"tMMIS B 

222 PRINT "MWMIS ■ 

224 pRiNT"»»iMi a BaaaaaaaB: 

226 PRINT "ttniKM»»iE&V liKNTJREW CLRRKE ii 

22a for r=iTui^u-HE:-:r: return 

238 PR 1 NT ":i««MMisHEL I -LFlND" 

232 PRINT "WMMUSE JOYSTICK IN PORT 1 ORSB 

234 PPINT" Bia-NBl" 

236 PRINT"!!) I I 

238 PRINT" 

240 PRINT" 

242 PRINT" 

244 PRINT" 
246 PRINT'S? 

245 PRINT' 
259 PRINT 
252 PRINT 
254 PRINT 1 

2S6 pp:frr"M*;**ii»ii*ipRE;.s r kev to go oh' i :fort=ito2i; 





COMMODOR 














258 IFPEEKa97>=64THEN258 










26C- PFlttT"3*»»liITHIS IS *ELI-LflHD" 










262 PRINT"M»Mfil ~" 










26.4 FElt.i"i!iM»llK3i"JU ($&. 'MM VijijK ' SUELI-" 










266 PRINT "W»MHQPPER WITH BLOW FUEL iitiND fi 3 RQNG' 










268 PRINT "IMUMBRflVITOTIONflL FIELI' PULLING VOU" 










^76 PRINT -, MWWTOWflRDS THE. 'ROCKY SURFRCE OF" 










272 PRIHT"l»»l*TH , v , IN IV." 










274 PRINT"i*W«MET, , i:iJ HfiVE FIVE LANDING PLACES HND" 










276 PRINT "(MWITHEV FtRE liWQUR ONLV HOPE." 










278 PRINT"f*liMMGON LAMBING DO NOT EXCEED *0 MPH, « 










280 PRINT"»iiilMiB)EVER EXCEED 3108 MPH," 










282 PPINT'OMPPMEDO HOT STOMCH SINE ROCK'. 1 ..." 










284 PEINT-'WiMMKSMi TRy HOT TO PUN OUT OF *HJEL. " 










290 PRINT" M*mMP*M!FRESS *r KEV fflij 00 ON" F0RT=1T02@ 


GETFIJ'NEXT 








232 IFPEEK-;i97:'--^4THEH292 










294 RETURN 










3O0 PRINT '■nffieiSHHasr ■ Pi:u-;.E53,::8i? . i.i : P0KE53231 ,e 










382 PRINT" /~~\ " 










394 PRINT" \ / \" 










80S PRINT" \ \ / 1" 










308 PRINT" — - s / - - 1" 










310 PRINT" ,.- 1 1 v ■S / 1" 










312 PRINT" • f -, / 1" 










314 PRINT" \ J \ 1" 










316 PRINT" S\ / 1" 










318 PRINT" /*> / — 1" 

320 PRINT" - /" 

322 PRINT" v N" 


















324 PRINT" /" 










326 PRINT" 1 

32a PRINT" V ~—' 










349 RETURN 










40ti Put-E2M4y,f''E MB-MB+I -POKEV+39, I:P0KEV+2S>1 










404 ' . :'!-::.:=!STr!OSTEP-. J ■P0K.EHF.4-P0KEHF+" 


,5 






■ ■ . : G0TG450 










452 PRINT "rRBSKlMI*^-': ' ' ! " 










454 FRINT"Mi»H* , Ol ■■' '" 










456 PprHT"r*MtTTHL . FiUS F. ■" Cfl* - G0SpB43@ G0T0476 










4P.M '-..'-r^,. - 'ij-EV+.l- L ■F'RlNTT.l«»IsirtiI*JuiJ! ' ! IT'S IIBUO 


nsoGERsai '" 


POKEV0,O 






462 PRIM! •••Mi'OU LANDED VERY WELL! CONGRATS!" 










4t.-' ; - '■■ -'PFEK'.V+lt.>fiNr'i;'THEh , PT=PT+iei-GOTO4S0 

466 PT=RT +=. G0T0480 

4?0 PRINT"J»iWRJ S 'Fl £ GO AGAIN" 


















472 PRINT"»WWIQR 










4?4 GETflf IFPEB ■ '17 










476 IFfi*O"N rm ■ 










473 PRINTTMMSKMWUBV! ' " El-ll' 










480 i30SUE4?0-PPIM "'l»l:-' PIPE TO GO ROfllN" 










•R NT"»MCR N 










434 GETfl*-IFPEL' ■ '■-.. ■ - !£NPOKEV+2I J 0-GOTO8 










436 IFfl*0"N"l 










483 PRINT":WW8»M»iBYE EVE' < ! ! " :EN& 










490 IFPT>HSTHENHS=PT 










492 PRINT"e»M7HIOHE3T VET IS T .Hi 
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?.99*9 PEM +*+.**PLfiTFi}G:M 

■ .' 

■ - ' ' I ' ■ ■ : 



■ . . 240 ■ 



1,153,132 



DISCOUNT COMPUTERS AND SOFTWARE 

; ive games ...£3S5 



...£395 



BBC Model B + Cassette reel 

Acom Eleciron 

Sinclair Spectrum 4SK + sixgames 

BBC Mode! B Disc Drive from 

Sinclair QL 

Prices include VAT & PAP. 

DISCOUNT SOFTWARE FOR ATARI * BBC * 

CBM 64 * VIC-20 * SPECTRUM * 

ORIC 1 * TEXAS 99/4A 

Send no money. For free lisi send SAE slating 

machine type to: 

RAMTOPS 
*********** 



Lantern. .Games That Shine 

SOFTWARE FOR THE TI 99 4A 




POOLSWIN 




m 



PRICE E 1S.O0 (nil in 



FKGEN84/5 ! 



ICODSSEWINMQtv 



PRICE £12.50 (all inclmivc) 



GB selec K3 
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difficult, partly beca 


use of nol 




being very deilrous, 


















This game needs 


Extended 




BASIC. 


J.W. 


lorn: ;i tr.imLft! 






iim Hit irarfk-. 




40". 


each siagc Ihc 




40% 






10^t 






«m 














• a.inpltitd and 








Astounding 

adventure: 

amazing 

arcade 



Whatever your taste you 
should find something to suit 
you here. A high quality set of 
games, chosen by our experts 



(Kokotoni wiif , 
«8K spectrum 
ES.95 

..Elite, 55 Bradford. Walsall WS1 

»Y QD 

'icomgmsearch of the pieces or* 
^shattered Draeoi. Arnulci, Knko- ! 
.lioni Wilf is the wingedl 



urfsra 


!■■,■ ■..!. 


dinosaurs stalking 




although these 


parlkular 


creatures are im 




|dangcrous even to 




He must dodge 




creatures, and th 


olnipwrs 


wandm in and "a 


''of* various 








vt;> MiiipK 1 . 


lefl-righl and up. 




arc required, and 




■ ■ :■■:■■ 


! The plot may d 


■ ■ 


and [he scenery 








follows the well worn path of 






pmes. 






dj. thai ill,. 


game isn't playable 












Probably the be 


1 ijj^ifka- 
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tiers Letters Letters Letters L 
ers Letters Letters Letters Let 



IM'in- il -.luueone eiiC' \.hi 

.l.ii^.V'uhVr'i' \\[ ! r A\ 
if <,[ more on a garni I'd 



It. .w.aSpr. :.„-.. 1-jKlt: I 

I can see their «,■ I 
would be ■.=:« -oi.-, f -i 

.oir.f--l.l,r iiotb> :l the 
H--'. i .:■ i, „i i-fi,- 

.-:, Jk Ve !•:.■■( ■■.'<W.n.': 
■i IK tt.jVfillVKMi.;!. 



[ Think HCW is a <re.ii 
U needs changing n the 



ilk "■ :-■■-, :hisi ai N.-i v,.ni 

nuch more interesting to 
ead other people's points 
if view and [hope this will 

You niusi admit. HCW. 



■ ;n;iinr,e:l us> ,ir.,l n,;.|-..ie,l 



!'«'""^ npnbitinisl.ai »t 
liken. huint ( i;v ,„;.,, uir 



lm ami [lie ni.ielli. bin I 
think 11 ean only be for Ihe 
good in Ihe long run. 



o industry has progressed 



■nan ding their brains with 



■t^.r IO I. shil! in the 
■ iiipiiid ii i.j/a-. iii.ii i'r 































(lirist.il)., 


<i, Oxford 


lasmm 



HCW Kaiie!- a.c haiiiif 

iik- .ame jiriicuiiies. 
I own a Commodore 64 

»hkii lu n.r ii» bitilnlai 
kl>! yea] lllkl I -.[.elk! (nine .1 

lot of lime using is. Sum 



ut'ii-uj. n." I Ik 
am neglect in; 



useless hobby. Do ( 



■.■UlilU' OUltt iMBld 111 II. 

c.mr-minv ,-. ,,■.,;.' in i,i.„r. 
|c.K .k.-.iaiiay' ■,(> i think 
lii.i: ins hi. h hi nil! Ik-if. :n> 

Wi.ii i.in I (i ke 

"i'.h tiny liinln'l hi.ueh; it 
J.ihn Hamshotlotn. Man- 



l.'I'H'M.M'll 
l-M'M.I.'l.'-!! 



If there are any CBM t> 






Ar, :l ,:: -Idveniure buffs 

i.J,','l>..."/.-u.,r-,-;jr-.', M ™.'f..j,- 
11.. w,ll , iw.nl; l„- iculunm 



If.. Ill l;Sl,!>ld. AlH't Fltiriil 

-■\ui-ii-5. Sum • .-ii.-ijsjci 
.in- finally i.ji.qhie .. 



the future and my ad vi 
HCW readers is... 

Paul Nash. Cheadle H 



H.H.'.U-I 



hcw.t 

Bernaderte Barron's 
{HCW g4). 



information, [f i 
to Iransfer lhat ' 



ii' n> he paid lining, ilia: 

) cat," sleep and v.':, ".\\ ■';',■■ 
:adal regular intenuK II 
ju pirate his game he 
at get the money yoi 

s let cenl of ihe sfllini; 



chouse lo Mil liime 
■i-i I >.IMKJ [Ojiie. o: e.ieh 
ni'iUnl. If one tille tin!. 



able to afford to pi 
suffer, [f people 
able hem they are 



Jerry Fowler. Croydon 



of to few ore Cet a 
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OTHER GREAT MIND GAMES: 



Scarring The Overlords 
of the Uni verse 
The candidate (you) 
have to get to the 
Chamber of Creation, 
lis a laugh a minute, 
since ft's 2,000 light 
years away on the most 
P^Jhl^Knet in the 
Universe ...andyour 
starship doesn't work 
either I 





Afullfearureadventure 
starring well known 
nasty aliens iheZarps. 
Can you play the hero 
and stop their plans to 



irNTGaiftM. Argiis Pie*. 





FOR THE 

SPECTRUM 48K. 

CBM64 



Starring The Zurgs 
After a desperate space 
battle only one fleet of 
heroes remain to 
prevent the Invasionof 
earth. The future of 
humanity lies with youl 



"•&> 

* * 



BRITAIN'S SOFTWARE 



&&»[^ 



i Daley Tnompson 

Decathlon Ocean spectrum <1> 

2 jetSetWllly S.ProjectS Spectrumf) 

3 BeactiHead usGoid Spectrum<2> 

4 MoncvMole Gremlin spectrum!]) 

5 KoKotenl wllf Elite spectrum (s> 

6 zaixon u.s.coio cbm64isi 

7 JetPac Ultimate Spectrum <8i 
Manager aadltlve spectrum (SI 



a Decathlon Acelvlston CBMBai) 



Footoall Mind Games Spectrum 1 5) 

2 Twin Kingdom 

Wiley Spectrum!!) 

J Lords of 

Mldnlgnt Beyono Spectrum! J) 



ifrware distributors, 
yi,_ Including: Pinnacle, SDL, PCE, Websters, PCS and Software Centre. 




HOME COMPUTING WEEKLY CLASSIFIED 



a & 



Semi display: £7.10 per single column centimetre 
Ring for information on series bookings discounts. 



CD 

Ft 

J i 



01-437 0699 
EXT 342. 



Send your requirements (o: 
Becky Wilson 
ASP LTD. 

Golden Square, 
London W1R 3AB 



MICRO COMPUTER AUCTIONS 



MICRO COMPUTER AUCTIONS (HCW) 

NORTHINGTON HOUSE 

59 GRAYS INN RD, LONDON WCIH8TL 

TEL: 01-242-0012 (24 HOURS) 



i'vi .in M 




u Hirc-sufl. I 1.1 I 



Tship£5. Siampforl 
llson IC1, 100 Blennel 
k. Corny. Northants. 






TI-99/4A SOFTWARE 



• TI-99/4A SOFTWARE^ 



BINBHOOK SOFTWARE, 



DISCOUNT SOFTWARE 



COUPUTtB COMMUNICATION 



DISCOUNT SOFTWARE 



MAILCENTA (HCW! 

33 Alder Road, BelDer. 

OerOvshlre DE5 UP 



iioMi- eoMPrnsc. weekly JOOciob 



software bahcains::: 



MICRO SOFTWARE - 

MICRO PRICES 




REPAIRS -N' SPARES REGISTER 



Dmodula!ors£6.50. 
4.50, CBM 64 from 



7BQ. Tel: (062B6) 61 



SOFTWARE ACENTS 



-AGENCY FOR THE COMPUTING ARTS — , 

f you are a good programmer you probably need ar 

ageni. Call Bath 60717 or write to: 

6 Quarry Rock Gardens, Clavenon Down Road 

Bath, Avon BA2 6EF 



CLASSIFIED 

ADVERTISEMENT - 

ORDER FORM 



CLASSIFIED DEPT., HOME COMPUTING WEEKLY. 
1 Golden Square, London WIR3AB 
Tel: 01-437 0699 



ccum 



T TTTTTi Q 



CLASSIFIED -RING 
01-437 0699 



MICRO-SERV 



,-i vourSi'R Ikl M. Hilt . 
DRAGON. ATARI and 

!'>MM(i|>:iRl- aijiin.iiLrs. u.i 
Scud lour If, 4SK Spi.-.r,i,zn I. 



Htrls HP1 3AF. 

it I: 0442 2 12436 



NATIONWIDE SHOPS & DEALERS 



r PHOENIX ~ 

"software™ 

* CENTRE | 

I BBC SPECTRUM ETC. 1 



RAINBOW 

COMPUTER CENTRE 



day-Sunday Vam-8r>m. 



DO YOU OFFER A REPAIR 
SERVICE? WHY NOT 
ADVERTISE IN OUR 
REPAIRS -N' SPARES 

REGISTER. 

PHONE 01 437 0699 

FOR DETAILS. 



]K)\1I ((IV M. \( 



You'll never dream a program 
could be this good!!! 




Join Wally in his nightmare 



Sensational Software from 



1 The Broadway, Bracknell. Tel: (0344) 427317 



TOM MIX SOFTWARE 
MAKERS OF "THE KING" 

PRESENTS 




FOR THE 
DRAGON 

32 




Tom Hiix Sejitmqfte £id. 



c9 95 

ON CASSETTE 

Mail Order Sates from 
Microdeal Mail Order 
41 Truro Rd, St. Austell 
Cornwall PL25 5JE 




Dealers Contact MICRODEAL 

DISTRIBUTION 

0726-3456 

'Exclusive Distributors) 



Credit Card Sales 
E3 ^"^ &S& '* Phone 0726 3456 



© 



